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Clan Esbin warriors spring an ambush on a High Elf scouting party.

I the depths of a ruined Karak, a massive borde of Skaven pours towards the defiant Dwarf tine,
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INTRODUCTION

The Skaven are a race of malevolent rat-men that
inhabit the underground of the Warhammer world.
The tunnels of their vast under-empire reach from the
steaming jungles of the South Lands to the
snow-covered steppes of Kislev, from the western
borders of Estalia and Bretonnia to the lost realms of
the Far East. Their capital is the mysterious city of
Skavenblight, hidden in the centre of the foul
marshes lving on the western borders of Tilea. There
the mighty Lords of Decay, ruthless rulers of all
Skaven, sit in the Council of Thirteen, scheming and
planning in preparation for the time when their
armies will emerge from their subterranean realm to
raze the entire surface world and rule over its ruins.
This is the ultimate ambition of the Skaven race, a
destiny which is preached by the Grey Seers, who are
powerful wizards and prophets of the Horned Rat -
the malevolent Skaven deity.

This book describes in detail all the troops that the
Skaven can muster when they go to battle, their evil
magic and unique way of waging war. When fighting

a Skaven army, the enemy has to face a great horde of

chittering Clanrats, swarming towards their foes ai

astonishing speed. Among their ranks are packs of

mutated war beasts, crazed worshippers of plague
and contagion, warped technological weapons and
lethal black-clad assassins.

Using a Skaven army in your games of Warhammer
requires careful planning. On their own, Skaven
troops are almost invariably outclassed by their
enemies who normally have better characteristics and
better equipment. Skaven, though, have one main
thing on their side: numbers. They can deploy a large
amount of large units, and their morale is bolstered
by the presence of so many of their kind. With a force
that often outnumbers the enemy, it is the Skaven that

have the advantage on the flanks. If they can hold oft

the most threatening enemy units with expendable
rats and slaves, and hit at the right place and time
with their best troops, they will triumph. On the
other hand, if things start to”'go wrong and the
dreaded musk of fear spreads across the horde, it’s
very likely that panic will Cflpplt the Skaven army.
And once they start to run they ncﬂﬁuﬂ} don't stop,
strongly believing in «the old Skayen pruw:rb
“He who runs away lives t{hﬁghﬁ: another dg gl

- '.ﬂ-\.

In this book you will find the following sections:

THE SKAVEN

A description of the Skaven clans, their structure and
relations, with a dertailed list of the most common
troops as well as the more bizarre units available to
the four greater clans.

MAGIC OF THE HORNED RAT

A complete spell list and the unique rules governing
the magic of Grey Seers and Warlock Engineers.

TOOLS OF SUPREMACY

A list of all the deadly magic items that enrich the
arsenals of Skaven characters.

SKAVEN ARMIES

All the units, options, points values and other details
you need to prepare your army for battle.

PAINTING A SKAVEN ARMY

An invaluable collection of advice and tips on how to
paint your Skaven army.

MASTERS OF THE UNDER-EMPIRE

Rules and background for two special characters: the
notorious Grey Seer Thanquol and the twisted
Throt the Unclean.

THE GREATER CLANS

Army lists for all the greater clans, enabling the Clan
Eshin Nightlords, Clan Pestilens Plaguelords,
Master Mutators and Warlock Masters to lead their
armies to inevitable victory.
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The Skaven hordes spread beneath the surface of
the world like an evil plague, their empire spanning
beneath continents and seas, lurking unseen under the
feet of those they plot against. Masters of their
underworld domain, they await the perfect moment to
rise from the depths of their dark world and
overwhelm the surface lands in an unstoppable tide.

Skaven society is structured into a number of clans
which constantly vie with each other for pre-eminence.
This political system is dominated by endless treachery,
betrayal, labyrinthine plots and scheming. Hence,
Skaven as a whole are a necessarily paranoid race, their
twisted minds unceasingly working to gain personal
power, If a clan loses some of its influence and
becomes vulnerable, it will be turned upon by other
clans, which descend on its stronghold in a greedy
frenzy. Skaven belonging to clans overcome in this
fashion are enslaved by their vanquishers, spending the
rest of their short lives chained in servitude to their
New masters.

The majority of the clans are Warlord clans, and it is
they who make up the vast bulk of Skaven armies.
Within each of these Warlord clans is a clear
hierarchical ladder based on the law of strength and
cunning. At the bottom of the heap are the slaves,
including creatures of all races, though predominately
made up of the Skaven of fallen clans. Above the slaves
are innumerable numbers of workers, making up the

vast majority of the race’s population. Of more
importance, though fewer in number, are the Clanrat
warriors, the strongest and more conniving Skaven. At
the pinnacle of each clan is the Warlord, a particularly
powerful, treacherous and ruthless Skaven, who
spends much of his time eliminating rivals and is
constantly on the lookout for threats to his position.
While this structure is very clear and defined, it is in no
way fixed, and Skaven within a clan constantly plot and
scheme in order to raise their own personal standing.
Alliances are formed and broken, and superiors and
rivals assassinated as the Skaven struggle for a higher
position within the clan. This is the Skaven way and an
accepted, even respected, path for advancement.

Warlord Gnawdwell of Clan Mors has recently become
particularly powerful, having eliminated several of his
closest rivals. He achieved this through countless
assassinations, deceit and at times outright war,
earning Clan Mors the fearful respect of the other
clans. In one surprise attack, the water supply of a rival
was tainted with a foul contagion purchased from Clan
Pestilens. Warlord Gnawdwell marched with his
Clanrats into his rival's domain, trampling over
countless poisoned corpses and slaughtering those few
who survived to claim the labyrinthine warren for his
own. Clan Mors has had a great influx of new slaves
and gained significant wealth from its sudden rise in
status, so much so that it is almost strong enough to
rival the four greater clans from its stronghold in the
City of Pillars.




This could prove the downfall of CIa

the past united to destroy a common foe.

The four greater clans have complete ascendancy over
the struggling masses of Skaven society, their influence
far-reaching and supreme. Clan Pestilens is made up of
the much-feared Plague Monks, festering disciples of
disease and corruption who have emerged as a
powerful force from deep in the humid jungles of
Lustria. Clan Moulder is a wealthy greater clan which
uses the mutating effects of warpstone to create and
breed an array of horrific fighting beasts. Clan Eshin
consists of stealthy spies and feared assassins who hire
out their services to other clans. Currently the most
powerful of the greater clans is Clan Skryre, whose
members are known as Warlock Engineers, specialising
in blending the arts of dark sorcery and science
to produce their infamously destructive weapons.

The entire Skaven population is ruled over by the
Council of Thirteen, also known as the Thirteen Lords
of Decay. The Council is formed of eleven Warlords
from the most powerful clans, including the four
greater clans, one from the order of the mysterious
Grey Seers, and is symbolically completed by the
Horned Rat itself, the thirteenth member. The
members of the Council of Thirteen are ancient, having
held their seats of dominance for centuries, outliving
countless generations and guarding their positions
jealously. The Council is inevitably filled with its own
intrigues and backstabbing, as each member seeks to
raise his own status.

The intention of the Council is to unite the Skaven
masses, to force them into working together towards a
common goal. In reality, the Council members are too
caught up in their ever shifting political intrigues to
effectively unify the clans, though it is generally
recognised that if the Skaven rose in a single, great
swarm they would overwhelm the Old World, so great
are their numbers. The Council routinely meets to
organise and maintain coordination and some form of
focus over the sprawling Skaven empire. These
meetings take place in the great council chambers of
the Horned Rat, hidden within the depths of
Skavenblight, the despicable race’s festering capital

Located within the near impenetrable Blighted
Marshes, Skavenblight is a sunken, labyrinthine city,
rumoured to be the birthplace of the unnatural race.
Its deep, twisting tunnels and streets have been so
extensively excavated and continually expanded that
the true size of the city is unfathomable, spreading
beneath the Blighted Marshes in all directions like a
creeping plague. The squalor of the deepest levels of
Skavenblight is filled with countless thousands of
Skaven from the lesser Warlord clans, their mercifully
short lives filled with endless darkness and ever
present filth and disease, as well as the constant threat
of cave-ins and enforced slavery from stronger clans.

The Adepts of Clan Eshin are used by the Council to
enforce its will, hunting down and eliminating any who
defy their supreme decrees, as well as any perceived
threat to their position. When the Warlord Clan Makris

.

Mors, for the "8
greater clans fiercely defend their positions and have in

i,
quickly climbed in power, defying the edicts of the
Lords of Decay, it was mercilessly butchered down to
the last slave. Clan Eshin Adepts were dispatched in
force, a score of assassins infiltrating the lair of Clan
Makris and slaughtering its Warlord and chieftains.
Barricaded within their hold, the entire clan was
massacred when Clan Moulder unleashed the full
might of its power, loosing countless Rat Ogres and all
manner of foul creatures upon them.

The Grey Seers are the living prophets and
intermediaries of the Horned Rat, interpreting his will
and desires for the Skaven population. They advise and
coerce the Warlord clans towards fulfilling the will of
the Horned Rat, in accordance to their own
interpretations, and act as intermediaries to relay the
decrees of the Council to the Skaven clans. The leader
of the Grey Seers, known as the Seerlord, sits on the
Council of Thirteen, although this causes some
resentment amongst the clans, who say that this
compromises the intended role of the Grey Seers. The
Grey Seers preach to the Skaven population of the time
known as the Great Ascendancy, when the Skaven will
rise as one, overwhelming the known world and
gaining complete mastery over all races. Any who
oppose the Grey Seers are denounced as heretics,
acting against the will of the Horned Rat. Such a
declaration is just the excuse that rival clans require to
declare a sacred war on the condemned clan, and they
will descend on it in a fury, backed up by the might of
the Grey Seers and the Council itself. As such, the Grey
Seers occupy a position of considerable influence and
power. This does not stop the resentment felt by many
important Skaven towards them, and it is a foolish Grey
Seer indeed who does not watch his back when
separated from his brethren. '
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SKAVEN SPECIAL RULES

The following special rules apply to all units in this
book (except for non-Skaven Dogs of War fighting for
the Skaven).

HE WHO RUNS AWAY
LIVES TO FIGHT ANOTHER DAY!

All models in the Skaven army add +1 to the total
rolled to determine the distance they flee,

STRENGTH IN NUMBERS

All units in the Skaven army always add their current
rank bonus to their Leadership value for any
Leadership based test.

First work out theé Leadership of the unit as normal
(character in the unit, General within 12", magic
bonuses/penalties, etc) and then add the rank bonus
of the unit to this value. The maximum bonus you can
get is obviously +3, for a maximum total Leadership
of 10. For example, a unit of Clanrats (Ld 5) with a
rank bonus of +2 will have a Leadership of 7 on its
own, a Leadership of 8 if led by a Chieftain (Ld 6) or
of 9 if within 12" of a Warlord who is the Skaven

General (Ld 7). Note that the General confers his

basic Leadership and then the units modify it with

their own rank bonus - do net modify the Leadership
of the General with the ranks of his own unit and
theén pass this modified Leadership on to every unit
| w;lthm 12"

R When Skaven lose their rank bonus from a charge
“‘é‘-g.-."’ in- the flank ~or rear, they cannot use this
e _ Leadership bonus (including when testing
for panic ftor being charged in the
flank/rear while engaged to the front).

Remember that fleeing units do not
have a rank bonus, so fleeing

skaven will have to rally on their
basic Leadership.

Jezzails, Ratling Guns, Warpfire

LIFE IS CHEAP

Unlike other races, Skaven can voluntarily target
ranged attacks (missile fire and spells) at enemy units
engaged in close combat with friendly units. First
check that the target enemy unit is in sight of the unit
targeting it (if the weapon/spell requires a clear line
of sight) and then measure the range to the target
(not to the Skaven unit engaged with the target). Roll
to hit the enemy as normal, then roll a dice for each
hit caused. On a result of 1-3 the hit is resolved
against one randomly determined unit among those
in close combat with the target, on a result of 4-6 the
hit is resolved against the intended target.

Weapons and spells that make use of a template must
be targeted at the enemy as noted above, but the
player is allowed to position the template so that it
might hit friendly models as well as enemies. If the
template ends up touching models from both sides or
enemy models in base contact with friendly models,
follow the rules under ‘Shooting & Close Combat’ on
page 60-61 of the Warhammer rulebook.

LEAD FROM THE BACK

Skaven characters can choose to lead units from the
rearmost rank, considered a place of honour
by Skaven (remember that Champions are not
characters). The unit can use their Leadership as
normal. Battle Standards have the same effect that
they would have if they were in the first rank.
Characters can issue and accept challenges only if in

base contact with the enemy, as normal. i

If their unit is engaged in combat from a prf-wnu5'f..'.*f
turn and the Skaven characters are not in base contact
with the enemy, then they have three options in thﬁ;r-;-_f;g-ﬁ;_; :
next Movement phase. They can either stay at the rear
of the unit, move to the h;,,llnng rank, or decide ﬁjii: |

leave the unit and move out of it (as if the unit was
not engaged in combat). This doesn’'t mean that thﬂ? _
can join units engaged in combat,

Furthermore, if Skaven characters refuse a chaﬂengt,,m_- e

the Skaven player, rather than his opponent, L;m"-

choose which character goes at the back of the unit.

Once this character is moved to the back of the unit,
no further penalties apply to him for having rﬁﬁlﬁed
the challenge. Note that if the rear of the unit is

engaged in combat, the character has to be placed on

the flank, inside the unit, or in any other p{}ﬁltirm '
where it cannot fight. You can never get into base

contact with enemics when refusing a challenge,

WARPSTONE WEAPGNS

The following Skaven weapons contain. Enﬂugh
warpstone to count as magical, and so can damage
creatures invulnerable to non-magical weapons:

Assassins’ and Gutter Runners’ poisoned weapons,
plague censers’ gas and hits, Warlock Engineers’
warp-blades, warplock pistols, poisoned wind globes,
Throwers and
Warp-lightning Cannons.



WARLORD CLANS TROOPS CLANRAT SLAVES
Masses of slaves are often pushed at the bead of
Skaven armies as a screen dgainst missile fire or to

.
—
-

M WS BS § T W

War 5 ' 4 A 4 = 4 =7 ’ .

BEIOKC A : ’ test the strength of the enemy. Skaven generals send
Grey Seer . i T, U il SHU, . SR e them to be butchered without besitation, and other
Chieftain 5 5 4 44 2 6 3 6 Skaven do not care about their fate at all

:

Slommvertiiny 8 o4 e s g s Ry SPECIAL RULE
Fangleader 8 4 3 3 F 1 .5 F. % Expendable: All Skaven units, cxccpt other units of
Clanrat Slaves, automatically pass Panic tests caused
Clanrat - T gl TR R e, i W Sl Bt . o : Y P
by units of Clanrat Slaves.
Clawleader 5 3 3 3 3 1 4 2 5 lI
e RS S s G S W W S T G R AT SWA RMS
Pawleader 5.2 2 3 3 1 4 2 Countless numbers of ravenous rats are attracted by
Rat Swarm i, AR v et il Sl dili Skaven armies and pose a dire threal for any enemy

unlucky enough to cross their path.

SPECIAL RULES

CLANRAT WARR]ORS Expendable: All Skaven units automatically pass

Yanic tests caused by Rat Swarms.
Clanrat Warriors form the bulk of every Skaven
army. On their own, Clanrats are not exceptional
fighters, lacking discipline and determination, but
in large groups they are fearsome opponents. The
presence of other Skaven around them greatly
bolsters their morale, filling them with confidence
and fuelling their infamous ferocity.

SPECIAL RULE

Mainstay Unit: The number of Clanrat units in the
army restricts the maximum number of multiples of
any other unit that can be included in the army.

Swarm: Swarms represent many creatures on a single
40mm x 40mm base. This base is treated as a single
model with several Wounds and Attacks. A Rat Swarm
base fights at full effect u_znti]. JAt has taken
5 Wounds then it is removed. Rat Swarms are
Unbreakable and cannot be joined 1‘1}? cha_l‘aLtLrs

Skirmishers: A unit of Rat 5wam1 |
same rules as for skirmishers. :

Small: Rat Swarms don't block line &'M‘ght gﬂ other
units. Note that this does not allow other Sklrl'ﬂﬁhtri
to move through their formation!

For example, if you have one unit of Clanrats, you can
include one unit of Globadiers, one of Stormvermin,
one of Gutter Runners, etc. If yvou have two units
of Clanrats then you can include up to two
units of Globadiers, up to two units
of Gutter Runners, up to two
Warp-lightning Cannons, etc.
All normal restrictions still
apply on top of this.

' STORMVERMIN ~

The fur of larger Skaven tends to be darker than
normal and for this reason black-furred Skaven are
respected and feared by their brethren. These
stronger, more vicious warriors are normally picked
by the Warlords to create units of elite Stormvermin.
Better equipped than the rest of their comrades, on
the battlefield the Stormvermin normally form the
bodyguard of Warlords and Grey Seers.



The Skink pic']‘.-ttd its ﬁ.éfr.za'rzaﬂh" towards the stepped pyramid
that lay overgrown and half-hidden bencath a sea of vegetation.
It paused, listening for the raucous sound of birds that usually
hung over the tropical land. There was nothing: the silence was
unusual and mcnacing. Carr:ful]}: the Skink htgan to climb the

cracked stone steps, its head darting w.lril}r from side to side.
From its vantage point it could see others ol its spawning
stepping silently through the undergrowth below. As it neared
the summit of the pyramid it halted, looking down. The crest
on its head changed from a dull green to a bright red, a warning
signal to the Saurus marching through the undergrowth below.
Sun gleamed off bright bronze armaments as the resplendent
‘fanks 'of Lizardmen came to a halt. Far in the distance a lone
mm_lkr:}r howled before absolute silence descended, as thick and
heavy as th: hum_,_id _qir itself,

The hlu:--sﬁai:’d Skink' stood motionless on the steps of the
g pyramid, glassy eyes lixed onto the spawning pool
_mm: was foul and mrrup‘l:d its surfac: hl:u:k and

mBIIEkafﬁwung its gaze to 113: uth:t spawmng pools;
_'*-tm} were fetid. ?mnhl;.r contaminated by unholy poison.

.. ri:ngf'.‘ snund :mamt:d from the drchway behind the Skmkl-ﬁ._"

.. Th: cold-blooded creature got a
i qlllc,k gluﬁps& ol @ipvement, cvil red cyes and cracked
. yellow teeth g

i b ﬂ; th; h:njg ‘flai

i
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::-:-':-. I}r hjdd-:n hu:n:a1h tattered mbc%fssff:- H‘ :

'\hlél\inag‘dtﬂiling En.tlélﬂ smoke, impacted with 1ts head. Bone
shatt . and the Skink was thrown off the stepped p}'ramid.

landing ]'li:a‘n-'il}-' a dozen steps below belore continuing to tumble
to the base. Hlﬂndy and broken. its bnd}' landed in the midst of
the motionless column of Lizardmen.

The Saurus raised their heavy heads towards the overgrown
p}rramid above them. The sound of claws Htratthing against stone
carried across the hta‘h’}-’ air, and an Untnding swarm of small,
pallid shapes could be seen pushing from the deep cracks and
fissures in the ancient pyramid structure. Countless thousands of
clawing vermin, their fur patchy and discased, descended the
F}rramid -i.ﬂ a Iiving tide. Thc}r swarmed over the Lizardmen who
swatted afythe scurrying creatures with heavy talons, the plagued
rodents -.:llmhmg thick scaled legs, biting frantically and flowing
ill‘n'tﬁl;dl‘ﬁ%t SHUI"LH f&!:"'r'tr:il ﬂf th'l: PﬂWETf“] Llfﬂfdmtn WCIC hWCFﬂ
fo thl': E{uund and were qun:kl}r lost from hlghl covered l‘n.r the

frcni‘l:r:i ".;trmm

Datk f;gur{:ﬁ cn‘uld bt scen '-:Lrajnhhng from within the ancient
structure, ‘emergipg from the shadowed doorways at the top of
the pyramid. Screaming iﬂtﬂhcrtnt]y. the robed Plague Monks
hurled themselves down the ‘steps towards the Lizardmen, their
tattered robes f]n'wing behind them like ragged wings.

The Plague Mﬂﬂk& ]é;p1 off the pyramid steps, their blackened
ﬂchWS ugtstrﬂcﬁtﬁf '-tqwifds 1hi: Sauﬂw wawlnr&ﬁfhniaccu of the

ﬂmf ¥y I:}-l:b
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Teeth, claws and serrated blades slashed left and right, ripping at
both tough Lizardmen hides and softer, furred flesh. The Saurus
bellowed in rage, striking out with therr primitive weapons and
snapping bones in their vice-like jaws.

A towering Kroxigor roared its outrage as 1t stomped its heavy
fect onto the scurrying vermin, raising its heavy obsidian axe over
its head. It swept the weapon down in a vicious arc. smashing a
plaguc-ridden Skaven into the lush earth. A wicked blade was
plunged into its leg. and the huge Lizardman snarled, dropping
its weapon. Turning with surprising swiftness, it grabbed the
Skaven who was trying to wrench its blade from the creature's
thigh. Hefting the Skaven into the air, the Kroxigor slammed
the twisted creature into the ancient pyramid, spattering gore
across the pale stone. Countless blades slashed at the thick skin
of the Kroxigor, and it swung around, heavy fists crunching bone
as they struck twisted Skaven bodies.

Thick green smoke descended around the Lizardmen formation
a5 a group of famatical Censer Bearers threw themselves from a
stonc platform above, smashing into the ranks of Saurus. Several
of the burly Saurus sank to the ground gasping for air as the
burning fumes were inhaled decply into their lungs. A heavy
spiked ball, oozing the evil smoke, smashed into the Kroxigor's
checkbone, knocking the creature to one side. Shaking its head
briefly, 1t turned to face its assailant. Half of the Lizardman's
face was blistering and liquefying, its eyc turning a sickening pale
colour. It bared its tecth, grabbing the frenzied Skaven in its
powerful arms. Plunging its head downwards, the Kroxigor
clamped its jaws onto the Plague Monk's neck, wrenching away
a huge chunk of flesh in a spray of blood and fur. The Kroxigor
spat out the foul meat, blood dripping between its tecth.

Another plaguc censer was swung at the Kmxigun striking
heavily at the immense creature’s knee. Its leg buckled beneath
it, and a swarm of Skaven lcapt atop the fallen Lizardman, theith

blades rising and falling in a bloody fury. Still the creature x__;

struggled. choking the life out of another Plaguc Monk, crushing *°
his neck in one huge hand. Frantically. the Skaven hacked, at! the
Kroxigor until it was awash in dark blood, but still the creafure
held to its grip, even 1 death.

| ctnng staff. 2

The Plague Monks quickly overran the surviving Saurus warriors
as more of the crazed Skaven emerged from the darkness within
the pyramid, hacking apart the Lizardmen corpses long after they
had fallen. One of the Skaven raised his voice to a high pitched
chant as he held a jagged knife in both hands high above his
head, the last of the Saurus bencath him.

A hoarse shout cut through the crazed Plague Monk's frenzy,
and he paused. blinking his eycs. A hunched and heavily robed
figure hobbled forwards, a twisted staff clutched tightly in his
decaying, shaking fingers. Again he shouted at the Plague Monk,
sickly spittle spraying from its mouth, and the Skaven backed
away from the intended victim. At the Skaven's impaticnt
motions, several Plague Monks leaped forwards to pin the
powerful Saurus’ limbs. The Lizardman glowered uvp at the
hcavily cloaked Plague Priest standing over it, a dull growl
echoing from within its barrel chest.

Fumbling with a dark, musty pouch, the Plague Priest pulled
out a white rat. its eyes oozing foul fluids. The Skaven patted
the rat lovingly as it squirmed in his hands. Barking another
order, the Plague Monks tightened their grip on the Saurus.
Bones creaking, the Plague Priest knelt over the Lizardman,
holding the rat towards it. The Saurus snapped its jaws at the
rodent and the Plague Priest puﬂ:ﬂ‘:?@iﬁis pet back protectively.
The Plaguc Priest stroked the rat lovingly. shuffling closer.
Holding the rodent firmly, the decaying Skaven Priest: dug a
cracked, black claw decp into its mangy body. The rat squealed
in distress, and its owner thrust it towards th:: Lizardman. again.
The rat struggled as it was squeezed palnfull}t fust out of reach
of the snarling Saurus. Corrupt. discased blood ﬂnpp:d Imm the
rat into the open mouth uf the lear-:imau.

Satisfied, the Plague Frll:ifﬁlbﬁﬁ;d ahmrmg thc
rat back into a pouch wﬂk‘?:
the Plaguc Monks raised th
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Centuries ago a Skaven expedition ventured inito the
steaming jungles of Lustria, only to be decimated by
virulent tropical diseases and the reptilian warriors
that defend that land. The few survivors, led by a
Warlord whose name is lost in the mists of time, bid
in the ruins of a temple they bad discovered in the
depths of the jungle. There they unearthed ancient
secrets which should bave been left forever
undisturbed. Perbaps it was because of the
knowledge they chanced upon, or perbaps their
destiny was decreed by the Horned Rat, but these
Skaven mysteriously began

to revere the wvery
diseases that were
slowly killing them.

A strange new breed

of Skaven was born:
the Plague Monks

of Clan Pestilens.
Constantly

plague ridden,

B by were capable

L _ \ \  of withstanding
a,ﬁﬂ** ) "'ilb'l their disedases as
= long as they
remained
devoted to
their festering
god.

———

Soon the Plague Monks started to E}pﬂﬂff and their
delirious ferocity became legendary among their
enemties. The first to suffer at their bands were the
Lizardmen. Several of their cities were wiped out by
lethal plagues until powerful magic unleashed by the
Slann forced Clan Pestilens to retreat. The majority
of the Plague Monks abandoned Lustria and escaped
to the South Lands, where they settled in the dark
rainforests. From there they started to move north,
spreading disease in their wake, until they reached
the Old World.

When their emissaries reached Skavenblight, contact
with their long-lost brethren was re-estabilished. Al

- first they were refused a seat in the Council of

Thirteen, which resulted in a bitter civil war. The
power of the Plague Lords, supported by those clans
that did not agree with the policies of the Council,
almost triumphed over the Lords of Decay. The
Skaven population was devastated by the war and
pestilence unleashed by the Plague Monks in their
wrath. Finally the Lords of Decay agreed that the
Plague Lords bad proved their right to bave a seat on
the Council and Clan Pestilens agreed to put ils
powers at the service of the Thirteen.

rwww U
CLAN PESTILENS TROOPS PROFILES
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! Plague Priest 5 5 3 4 5 2 5 3 6
Plagnae Monte: |50 08 s g D R el
Plague Deacon 5 3 3 3 4 1 3 2 5
Censet Bearer 'S 3 & 13 4 E B j
Plague Rats 6 3 0 2 il i 2

PLAGUE PRIESTS

The Plague Priests are the leaders of the dreaded
Clan Pestilens. They spend their time celebrating the
rituals of the Horned Rat in his aspect of Harbinger
of Disease, and researching newer and deadlier
plagues to unleash on the surface world. The bideous
utensils which they use for their unholy work
are known as ‘Cauldrons of a Thousand Poxes'
artefacts reeking of evil, within which they brew
their fetid, bubbling concoctions of unspeakable
Sfoulness.

SPECIAL RULE
Frenzy: Plague Priests follow the rules for frenzy.
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PLAGUE MONKS

Plague Monks form the bulk of Clan Pestilens’ troops.
They wear tattered robes and bandages to hide their
horribly bloated, sore-covered bodies. So used are
they to living with constant pain that they are
impervious to it and must be literally chopped to
pieces before they stop fighting with their
characteristic fanatical zeal. The putrid stench and
swarms of flies that always surround them are a
feared
pestilence on the battlefield.

SPECIAL RULE
Frenzy: Plague Monks follow the rules for frenzy.

PLAGUE CENSER BEARERS

Only the most deranged and fanatical worshippers
of disease are chosen for the honour of carrying a
plague censer. These weapons are flails whose
spiked beads are filled with burning warpstone
incense. On the battlefield, groups of Censer
Bearers advance in front of larger unils of
Plague Monlks, reciting the Liturgicus Infecticus.
When the enemy is in sight they charge,
swinging their beavy censers. The cloud of

| poisonous gas that enshrouds them as they
fight often proves as fatal to the Censer
Bearers themselves as to their enemies.
However, this is no deterrent to these lunatics
who scream prayers of thanks to the Horned
Rat even as they die with their lungs filled
with a foul mixture of blood and pus.

SPECIAL RULES
Skirmishers: Censer Bearers are skirmishers.

Frenzv: Censer Bearers follow the rules for frenzy.
: )

Hatred: Censer Bearers are affected by the rules for
hatred, even if they are immune to all other
psychology because of frenzy.

Disciples: Each unit of Censer Bearers must be
deployed with at least one model within 3" of the unit
of Plague Monks they have been bought with and
must try to remain within 3" of it until the Censer
Bearers declare their first charge. After the first charge
(successful or not), they are overcome by battle lust
and the unit is free to move as it wishes.

PLAGUE RAT SWARMS

The evil adepis of Clan Pestilens use rats as vessels of
contagion to spread their lethal diseases. These
animals are infected with one of the concoctions
created by the Plague Priests and released into a
city's sewers. There they contaminate the local rat
population, which passes the diseases on to the
inbabitants. Anyone bitten by one of these creatures
will succumb to the virulent fever they carry.

sign of the presence of these acolytes of

SPECIAL RULES
Expendable: All Skaven units automatically pass
Panic tests caused by Plague Rat Swarms.

Swarm: Swarms represent many creatures on a single

40mm x 40 mm base. This base is treated as if it were

a single model with several Wounds and Attacks. A
Plague Rat Swarm base fights at full effect until it has
taken 5 Wounds then it is removed. Like all Swarms,
Plague Rat Swarms are Unbreakable and cannot be
joined by characters.

Skirmishers: Plague Rat Swarms follow the rules for
skirmishers.

Small:
sight of other units. Note that this does not allow
other skirmishers to move through their formation!

Poisoned Attacks: Plague Rat Swarms have Poisoned
Attacks.

Plague Rat Swarms don’t block the line of

15



Warlord Snikkit strode into his refuse-strewn den and threw
his shicld to the ground. startling several rats that fled into
cracks in the walls. His heavy. rusted armour was stained
with blood, and he chittered to himself in barely contained
excitement. The day had been his. He had led the raiding
party deep into the heart of his rivals territory, fatally
crippling Clan Festus,. He knew that cven now the other
watlords would be descending on the survivors, picking the
now vulnerable clan to picces like carrion.

As the Skaven leader basked in the glory of his perfectly
exccuted victory, a shadow separated itsclf from the ceiling,
dropping to land silently behind him, melding once again
into the gloom. Snikkit's broken and torn whiskers twitched,
and he turned his head suspiciously towards the darkness.
His cyes widened in surprise as the shadow stared back at

him, red cyes glowing like hellish coals in the darkness.

| In a blur of movement, a black clad figure leapt towards
Coe S he warlord, dragging the shadows bechind it like a cloak.
" Dark bladed claws, bound to the creature’s hands, slashed
vitiqu;ly through the air, and Snikkit threw himself
backward to avoid the blows that would have opened his
‘belly. Glaring at the assassin. contemptuously, Snikkit drew
his serrated blade, baring his sharp, yellow teeth.

o -'| K
B h

His body and face wrapped tightly in black cloth, the
assassin stepped forward slowly, each step perfectly balanced
and silent. Darkness coiled around him like a living creature,
and Snikkits head hurt to watch the deadly foe. Snarling,
the warlord lunged forwards, his heavy blade descending
towards the assassin's hcad. The blow was swatted aside and
the assassin launched a lightning counter-attack that
scratched three lines of red blood across Snikkit's face,
barely missing his eye.

The assassin stepped back, satisfaction gleaming in his cruel
gaze. Warlord Snikkit felt his face beginning to go numb,
and fear coursed through him. He could feel the poison
pumping through his system, working its way towards his
heart, and his vision began to swim.

With desperate  strength, Snikkit lurched towards the
assassin, who dropped into a crouch, his fighting—claws
moving menacingly before him. Snikkit launched into a
series of swift attacks, each turned aside by the assassin who
moved with preternatural speed and finesse. The assassin
cavght the warlord's blade between the claws on one of his
hands and snapped it with a sharp blow with the palm of
his other. Stepping in close to the black-clad figure, the
larger Skaven struck upwards with the hilt of his sword, a
sharp crack sounding as the blow struck the Clan Eshin
Adept's jaw. The assassin reeled backwards from the
powerful blow and Snikkit, pulling a long dagger from-its
sheath, swiftly closed on the stunned figure.

Recovering quickly, the assassin swayed to the side, the
slashing blade passing scant inches from his neck. Lashing
out deftly, the assassin caught Snikkit's arm as it passed,
twisting it sharply.

.......



A squeal of pain erupted from Snikkit's: throat as his

shoulder was wrenched from its socket, and he dropped his
EIIEEE]’ to the floor. The assassin punch:d upwards, the palm \
of his hand landing :-:harp]y against the warlord’s over—
extended elbow joint. A shrick of pain followed the - Rdso
sickening crunch that sounded loudly through the room, and sl Wr

the warlord's arm fell limply to his side. {4

Mad with pain, Snikkit latched onto the assassin’s SCrawny
neck, his dirty, broken nails cutting into the black—furred
throat. The assassin struggled frantically, but could n::-t *f i
break from the warlord's powerful grip. With a feral snarl llllll i—“ﬁ*’“
the enraged Skaven warlord lunged forwards, his sharp.-- .
yellow teeth flashing towards the assassin’s face. Struggling
desperately, his eyes filled with horror, the assassin ‘turned %

his face away from the savage attack. Snikkit's tecth sank Ry

into the side of the black garbed figure's face, tearing ™ ﬁ"{:‘#

viciously at the flesh.

Snikkit snarled again, spitting blood from his mouth, his %
eyes wild with fury and pain. Lifting the assassin by the ¢ ~'ﬁ.*~.r's';
throat, he slammed the black—clad figure brutally into the 'l
wall. There was a sharp crack as ribs shattered. The assassin
slid to the ground, gasping for breath. Snikkit bent to the
floor, picking up a heavy, partially gnawed bone and hefted

it menacingly, staring balefully down at the broken assassin.

“Fool-fools... think might}' Lord Snikkit could be taken so
tlSi]}'. 1hr.y do?"

The warlord stiffened suddenly, his eyes widening in
disbelief. Blood rose from his throat in a gurgling froth. A
second assassin wrenched his dark. serrated blade from the
warlord's back. The blood on the assassin's dagger mixed
with the foul greenish liquid seeping from the blade’ and

dripped hissing to the floor. The heavily armoured Skaven
fell.

Staring blindly at the dark ceiling, Warlord Snikkit lay on
his back, his tail twitching as his body went into a series
of convulsions. The assassins drew back into the shadows,
disappearing into the darkness once more. For a moment
their eyes could still be seen glnwmg mall:vg\l;,nﬂ'f‘ before

.....

they too vanished from mght
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Clan Eshin disappeared into the East early in Skaven
bistory and had been considered lost for many
centuries. When its members returned to
Skavenblight they were changed. During that long
period in contact with the mysterious buman
cultures of Inja, Cathay and Nippon, the Skaven bad
learned much, especially about the arts of stealth
and assassination. From then on, Clan Eshin bas
found a clear role in Skaven society — ils assassins
have become the force which the Council of Thirteen
uses to uphold its decisions and maintain its reign of
terror among the clans. Of course, the services of
Clan Eshin are often bhired by many other influential
Skaven to spy on their rivals or to ‘remove’ political
opponents who are too successful

Clan Eshin also provides light skirmishing
troops and units of infiltrators to any
Warlord who is willing to pay their
exhorbitant price.

M WS BS § T W I A
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ASSASSINS

The Assassins are the masters of the secret lethal arts
of Clan Eshin. They bave the reputation of being able
to turn invisible, appearing from the shadows only
to deliver poisoned death to their destined victims.

SPECIAL RULES
Poisoned Attacks: All mundane hand weapons and
throwing stars used by Assassins count as Poisoned.

If a poisoned missile weapon needs 7 or more to hit,
a roll of 6 does not automatically cause a wound -
if the attack hits, roll to wound as normal.

Scout: If not deployed hidden, the Assassin can be
deployed on his own as a Scout.

Hidden: If you wish, any Assassin in your army may
start the game hidden in one of the following units:
Clanrats, Stormvermin, Night Runners and Gutter
Runners (not in Tunnelling Teams — too dangerous!).

Hidden Assassins are not placed on the table but are
assumed to move with the unit they accompany. At
the start of the game, note down which unit they are
hidden in. If the unit is wiped out or flees off the table
before the Assassin is revealed then the Assassin is
lost and Victory points are scored as normal. Before
he's revealed there is no other way he can be harmed.

Hidden Assassins may be revealed at the beginning of
any of your turns or at the start of any Close Combat
phase. The player declares that his unit contains an
Assassin and places the model amongst the ranks
where it can fight, displacing a normal rank-and-file
model (not a character, champion, musician or
standard bearer) to the rearmost rank. If there are no
such models in the front rank, the Assassin is placed
in the second rank until there is enough room for
him in the first rank. Assassins always strike first in the
round of close combat they are revealed, even against
chargers. If an enemy model is also entitled to always
strike first, the model with higher Initiative strikes
first (roll a D6 if they have equal Initiative).

Leadership: Units in a Skaven army can never use an
Assassin’s Leadership, and an Assassin cannot be the
army’s General (therefore your army must include at

e e g
— Tﬁ,& least one other character to act as the General).
'!.h.._. _: ! H




NIGHT RUNNERS

These units of fast skirmishers are notorious for the
low survivability of their troops. This is the Eshin
way to ensure that only the worthy make it to the
ranks of the Gutter Runners.

SPECIAL RULES
Skirmishers: Night Runners are skirmishers.

GUTTER RUNNERS

Gulter Runners are skilled at infiltrating bebind
enemy lines, scouting ahead of the main Skaven
force and biding in a position that will allow them
to jump out at the right moment to ambush the crew
of enemy war machines, or to cul down wizards or
enemy officers. Sometimes these stealthy fighters use
the tunnels that make up the labyrinthine Skaven
Under-Empire to make an unexpected attack on the
vulnerable rear of an enemy force.

SPECIAL RULES
Skirmishers: Gutter Runners are skirmishers

Scouts: Gutter Runners are Scouts.

Tunnelling Team: Each unit of Gutter Runners can
be upgraded to a Tunnelling Team. Tunnelling Teams
can deploy according to the rules for Tunnelling.

TUNNELLING RULES
Suicide Mission: Due to the dangers involved in
tunnelling, characters will never join these teams.

Tunnelling: Tunnelling Teams aren’t deployed at the
beginning of the game, but use the following rules:

After both sides have set up (including Scouts), place
a tunnel marker anywhere on the battlefield (a coin
will do). At the beginning of each Skaven turn, except
for the first, roll a D6 to determine if the Tunnelling
Team emerge:

First turn: N/A

Second turn: 4+ to emerge

Third turn: 3+ to emerge
Fourth turn: 2+ to emerge

Fifth turn: Emerge automatically

- When the team emerges, roll a Scatter dice and an

Artillery dice. If you roll a Hit on the Scatter dice, the
marker stays in place; if vou roll an arrow, move the
marker the distance indicated by the Artillery dice in
the direction shown by the arrow.

Once the final position of the marker has been
established, replace the marker with one of your
models and place all the other models within 2" of the
first one. The team emerges at the beginning of the
turn (this is the very first thing they do that turn) and
can then act normally, even declare a charge!

If the marker is moved under an enemy unit, the
Tunnelling Team will automatically engage it in close

ko bl

combat on the side that is closest to the

marker (the team counts as charging). If the

marker is moved under a friendly unit or impassable
terrain, place the Tunnelling Team on the closest
edge of the unit/obstacle. If the marker is moved off
the battlefield, the team has got lost (as per result 3-
4 on the Mishap table below).

[f you roll a Misfire, roll a D6 and consult the
Tunnelling Mishap table below.

ITumleIhng Mlshap Table (DO6)

1-2: Cave in/
The tunnel collapses and the team is killed. The enemy
gets Victory points for its destruction.

3-4: Where are we?
The team has got lost and emerges slightly. away from

4 their intended target, maybe in a pigsty, the lair of a

huge monster or into the courtyard of a Bretonnian
castle. The team does not take any part in the battle, but
the enemy does not earn any Victory points for it

5-0: I told you to turn fefﬂ

The team almost made it, but went in the wrong
direction for the last few hundred yards. Your opponent
can place the marker anywhere on the battlefield and = |
deploy the Skaven models as they emerge. The models
cannot move in the Movement ph:tw: of the turn they
emerge (except for fleeing if they fail a Terror of Panic |
test), because they are too busy trying to work out |

where they are and hlammg cach other for r{,admg tﬁf_ ":5
map wrong. I R ol
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“Forwards! Only one left! Get it, get it!” screamed “the pale furred

Master Moulder., gesturing wildly towards the blood drenched, h:wil}-
armoured figure.

The vampire stood in the centre of the courtyard, surveying his
surroundings coldly. His sword, dripping with blood and gore, was
held relaxed in one heavily mailed hand. The entire keep scethed with
life. Skaven scrambling over each other in a roiling, hateful mass,
pushing towards him from all sides.

Huge rats the size of wolves crupted through the sewer grates, pushing
mto the overrun keep. They were twisted creatures, their form perverted
through countless unspeakable experiments. Great spines of bone
protruded through matted fur, while others of these giant vermin had
multiple limbs roughly grafted onto their torsos and long metal claws
attached 'to their paws. One had a grimacing, distorted face erupting
from its side; another had a scaled tail hanging limply behind it, cozing
black foulness. The vampire frowned as another disturbing mutation
pushed itsclf forwards. A human head had been roughly sewn to a
giant rat body. lhe facc twitched and gibbered uncontrollably, its
tongue hanging looscly from its gaping mouth. A Skaven raised a
cruelly barbed whip, lashing out at his giant rat charges. The spikes
tore into the monstrous rodents” backs, and they leaped forwards in a

wild frcn;{}r.

Matching their savage attack with unmatched skill and power, the
undead warrior hacked his weapon through fur, flesh and bonc with
ease. He cut 2 bloody swathe around him, revelling in the bloodshed.
The dead  were piled thickly around the Blood Dragon’s legs, yet his
unliving body showed no sign of fatigue. A whip lashed out, wrapping
around the vampire's arm. With a sparl, he wrenched on the weapon
El‘uh”}f. pulling the Skaven off its feet towards him. The packmaster
died. coughing blood, as it was impaled on the Blood Dragon’s blade.

Again, the Skaven drew back, not wishing to get within killing range
of the deadly warrior. They crushed bones beneath "their clawed feet,
the remnants of the keep's defenders. their spirits free after centuries
of servitude.

Seeing a pale-furred Skaven towards the rear who acted like a leader,
directing the creatures around 1t with a cruel whip. the vampire levelled
his sword in its direction, his eyes filled with menace. He had seen
the last of his brethren dragged under the press of the foul rat-beings,
their immortal lives cut short by these sickening creatures. His voice
echoed ominously through the keep.

FT

A challenge! Step forth creature, and meet my blade in combat!”

The Master Moulder looked at the armoured figure in shock. his eyes
wide. The vampire radiated strength and power. a menacing, tall figure
drenched in blood. The Skaven fingered his whip nervously, feeling
the eyes of his brood on him waiting for his reaction. Silence settled
over the keep and he shrank under the vampire's gaze,

A feral glint touched the Skaven's eyes and he glared at his enemy.
Turning his head, the Skaven shricked in his obscene language into the
darkness behind him. A trio of hulking forms moved towards the
flickering light of the torches, their massive shoulder muscles rippling
and flexing. They stepped into the light, and the Rat Ogres' lips drew
back to reveal immense, rotting teeth. Rough stitching covered their
bodics. Some areas of flesh were scaled. others furred, the whole image
being that of a nightmarish patchwork monstrosity. One of the beasts
had sheets of rusted metal haphazardly riveted into its flesh. A thick
stream of drool dripped from its powerful jaw. Another had had its
forearm amputated and a series of crude blades hammered into the
stump. a blood-soaked bandage wrapped around the wound. Chunks of
glowing warpstone replaced its eyes, the skin around the sockets
blistered and weeping. The eyes of the other two creatures were small
and burned red, unintelligent and full of barely checked fury.

The Master Moulder grabbed the heavy chain around the neck of one
of the beasts, pulling it hard The mutated creature growled
dapgerously and the Skaven raised a scarred hand, pointing at the
vampire. The Rat Ogres turned their gaze as one towards the
defiant figure, their growls rumbling deep in their massive

chests. They took a menacing step forwards.




“Chal]:ngc air::rng ﬂlm Moulder, d::ad-— f

| thing? Accept your i:haﬂ:ng: I do.”

: '.scnming at odds with their ﬂvtrwﬁtlming bulk. Thc}'
n_m-‘l.'td straight towards the Blood Dragon who stood in a
relaxed combat stance, supremely confident of his abilitics.

3 ‘“Th: vampire stepped forwards to meet the Rat Ogres head on, ducking

below a lethal swipe with prr:tcrn:ltural Hpccd. Elashing his immense,

~ornate broadsword across the creaturcs belly. It roared in eutrage and

pain as dark blood pumped from the wound, guts spilling to the
cobbled ground. It sank to its knees, its lifeblood pooling around it.
A massive fist punched towards the Blood Dragon, who swept his
weapon down with tremendous force to meet the attack. The mighty
arm was severcd at the clbow, the twisted creature roaring in pain,
With a Jightning move, the vampire reversed his blow, and thrust his
sword up through the beast's throat, pushing it forcefully uvntl the
point exploded from the back of its neck, stuck fast. "The monstrous
creature grabbed its adversary by the shoulder, claws almest a foot long
and huorled him  across the
courtyard. The vampire smashed heavily into i stone parapet, a blow

pushing thmugh his ornatc armour.

that would have broken the bones of amy mortal being,

Rising into a ¢rouch, the undead knight's face twisted iBlo 4 vicious
snarl, his long black hair hanging wildly before has eyes. As
the warpstonc-eyed Rat Ogre thundered towards him, the

The three monsters ]:rcmm:l:d forwards, ther Epl:i:d :

Blood ﬂrag:}n 1#.':‘1?1' fmm the ground mwards Thﬁ hugl: mﬂnﬂﬂ*
laudmg with vﬂ;hni.: hands clutched to its thick n:ﬂk -

Plungmg his sharp canincs into the side of the L['ﬁ&tlkl"tﬂ neck, the
vampire savagely ripped its throat out ‘with a vicious twist. ' Lhe
monstrosity fell to the ground heavily, and the Blood Dragon turned
towards the Skaven leader. streams of dark blood gushmg from his
mouth, The Skaven's heart began to beat wildly, and it began 10 push
back [rantlﬂali} through the press of Skaven, SCEI{J%‘;: pu
of his minions between him and the avenging w.mp}tﬁ'x
stalk ‘steadily towards him. *I;,if;--m :

ut as many
began to

A towering shape loomed vp behind the vampire. A E_ gﬂlnn:d hand
closed around the warrior’s head. lifting the qtrugghug f@ﬁi‘c hlgh into
the air. With a gurgling roar, ornate sword still :mbnddmi in s throat,
the ‘Rat Ogrc smashed the vampire's head into the groun %w:th brutal
force. Time and time again the wounded monster pn&ndﬂé the Blood
Dragon into the cobbled courtyard until his' head Wis 11'!11{: more than
a bloody pulp. i

The Skaven horde sprung forwards, swarming ower the vampire and
tearing him limb from limb in a gory frenzy. The Rat Ogre fell to
its knees. pawing weakly at the sword in its throat, The Skaven leader
turned to its subordinate, pointing towards the dying creature.

“Take it to the pens, stitch it -up quick-quick! This one shows great

prﬂmisc.
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Clan Moulder bas its stronghold in the depths of
Hell Pit, far north of Praag, in the land called Kislev

by its buman inbabitants. Its proximity to the
Northern Wastes, together with the buge reserves of

\ wdrpstone in its mines, make Hell Pit a nightmarish
rﬂeptﬂﬂfe of the mutating energies of Chaos. The
Masters of Clan Moulder have learned the art of
i controlling these mutations and use them to create
ﬂu.s fighting beasts in foul experiments that
by e mad surgery and the darkest of magics. The
ters capture many different animals and
ansters from the lands south of Hell Pit, but most
@"&ﬁe{r subjects come from the savage Northern
Wﬂ&fﬁ.’ﬁ‘ and the dangerous Troll Country. They study
rbwm*eatuma they capture and experiment on them
L with fezreris.b imagination. Often they crossbreed
"':z:-f&uﬁ mfﬁﬂﬂrﬂsﬂies iﬂ an. ﬂrtmq;-r o credte new
mens i b cﬁr?}* Ibﬁ musr dangerous traits of

s involved. Otber times they try direct
' d organs and limbs. All these
inp *ﬁE’ the use of their infamous
bﬂfm that contain finely powdered
wm;@rsw to foeus the mutating energies

These fﬂu! oils make even the mosi
W extreme «changes possible, allowing
B G"fﬂﬂ Mﬂuider to violate the laws of
* ‘*“ ;MIH{'& i their unboly quest to
ﬁ W make the ultimate fighting beast.
1/ — e GClan Moulder sells its
et creatures to all
Warlord clans and
is therefore a much
respected and
sougbt-dfter ally
for. the ever-
warring Skaven.

qf {fﬂﬂ&?ﬁﬂ the unfortunate creatures.

@ccmmﬂate towards the back...).

follows: roll a Do,

! CLAN MOULDER TROOPS PROFILES

M WS BS S T W I A I1d
MasterMoulder 6 5 3 4 4 2 6 3 O
Packmaster ~ A i . BARHE, ) . YR W
Rat Ogre 6 3 U > <4 3 3 v i
Giant Rat I M ¢ S SR |

MASTER MOULDERS

Mutated by many years of exposure to large
amounts of warpstone, the Master Moulders are
disturbing creatures. They sometimes appear on the
battlefield to inspect the impact of their creations
and find inspiration on bow to make them even
movre deadly. Their presence instils a great deal of
fear and discipline in their minions, and even the
most powerful Rat Ogres shy away from these vicious
Skaven, a clear testament of their great skill at
inflicting pain on all living creatures.

SPECIAL RULE
Beastmaster: All Clan Moulder units within 6" of a
Master Moulder can re-roll any failed Psychology test.

PACKMASTERS

The Packmasters goad packs of Clan Moulder war
beasts into the ranks of the enemy. They are
notorious for their skill in the use of the whip, a
weapon that they learn to use with unparalleled
ability. The Packmasters’ intelligence, coupled with
their creatures’ ferocity, are an extremely dangerous
combination on the battlefield.

GIANT RATS

Clan Moulder bas grown these borrible rat-beasts to
the size of wolves, retaining their ferocity and
everlasting bunger. Relatively easy to breed, these
are the cheapest beasts for the Warlord clans to buy

« from Clan Moulder and are therefore quite a

comtmon sight in Skaven armies. A seething mass of
stinking fur and sharp fangs, these creatures can
ﬂyerw.{w.-fm even the most disciplined enemies.

" SPECIAL RULES

Mixed Units: Giant Rats and Packmasters fight in
g;m:{t‘d units. In Packmasters and
any, character that joins the unit can be placed
*an}fwhﬂre within the unit (but they normally tend to
Missile hits and
impact Jhits against these units are randomised as
1-5 hits a Giant Rat, 6 hits a

these units,

TPackmaster.
LR |




Remember that you use the best Leadership in the
unit to take Leadership tests, so the Giant Rats won't
need to use their own Leadership as long as one
Packmaster is alive.

lLoss of Packmasters: If all Packmasters are killed
and no characters are in the unit, Giant Rats must
charge the closest enemy in sight or, if no enemies are

within charge reach, move as fast as possible towards

the nearest enemy (in the Compulsory Moves phase).

RAT OGRES

Rat Ogres are the masterpiece of Clan Moulder’s mad
research. They are massive bulking monsters,
created from a warped mix of different creatures.
Only the strongest Rat Ogres survive the terrible
conditions that the Packmasters impose o them

from birth, forcing them to conipete for food

fear themselves because of the | - .

sharp claws, moved only by their

Packmasters for guidance.

and shelter. The ones that survive to
maturity are little more than a
mass of sinetwy muscles and razor-

strong instinct to Rill and
completely dependant on the

SPECIAL RULES

Fear: Rat Ogres cause fear.
Packmasters in a Rat Ogres pack
are immune to fear as if they caused

confidence they draw from being in the
company of such awesome beasts. . .. -

Mixed Units: Rat Ogres and l’:uknm*-.LLr*-.
fight in mixed units, Rat Ogres al wa imm
the first rank and can never be placed in

the second and following ranks (they

- never get a rank bonus.

would attack each other otherwise!).
Packmasters and *characters “joining
the unit are formed up behind them, .
never in the first rank, but these units

Missile hits and impact hits against these units are
-andomised as follows: roll a D6, 1-4 hits a Rat Ogre,
5-6 hits a Packmaster.

When manoeuvring, consider only the Rat Ogres and
then place the Packmasters at the back of the Rat
Ogres' line. Rat Ogres cannot end their. move in
snaking formation.

Loss of Packmasters: If all the Packmasters are killed
and there are no characters in the unit, the Rat Ogres
suffer from stupidity.

i
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¢ ‘“The Warlock Enginc?r stood “moti h:s e)rcs fﬂltd

i with malevolent amusement as the screams of the dying
echoed up the dark passage. Chieftain Skritt of Clan
Liskit glanced nervously towards the figure standing at his
side as the rival clan attacked once more. Skritt found his
gaze unconsciously drawn once again to his Clan Skryre
ally's left arm. The hand had been roughly severed,
replaced by an arcanc looking pronged device. Strange,
green-tinged electricity danced over its dark blades,
lighting the darkness.

From his position.atop the rough barricade, the chieftain
could sec the cnemy Clanrats swarming up the dark,
circolar tunnel. They moved as an unstoppable wave,
overrunning the defenders below through sheer weight of
. pumbers, Skritt looked around hurriedly for an escape
route, for the living tide of Skaven would surely smash

_.fﬂﬁidf;:th: hastily crected Clan Liskit defences.

'Th: m;me scientist twisted a few knobs built into his arm
-":_.'mmmg sound erupted from the arcane machinery

Jﬁf back. Skritt backed slowly away from the
as he felt the air fill with barely controlled

p e e

“hia fur stand on end and his whiskers

ust his arm over the barricade, energy
I‘us iﬂrm His body acted as a
- arcape power that suddenly erupted
) ih ﬁ;s arm. Green lightning
. ' ihﬂ *‘-"ﬁﬂanc cnntraptmn. arcing
row E.IE-ﬁIr‘_ Ecamp:rmg towards th:

w:tplng sores and whiplashes. Hr:av)r hrass c-:::ll.us H_':'

| @;’ were whipped forwards uniifﬁf;-.---::-:-f..

Flickerigg sparks danced over the foetid water pooling on
the ground™below, before they too died out. Still the wave
of Skaven scampered up the passageway. trampling those
killed by the techno-sorcery of Clan Skryre bencath

countless clawed feet.

A quick glance was exchanged between the Warlock and
the chieftain and they turned as one, leaping from the
barricade into the refuse below their position. They
scurricd across the ground until they reached the massed
ranks of the Clan Liskit warriors. Behind the two fleeing
Skaven, the barricade was quickly overrun, the raiders
clambering over cach other. their cruel blades clamped
tightly between their teeth.

Turning his head. the Engineer motioned forwards with his
one heavily gloved hand. From out of the gloom. a large
shape rolled forwards, an unearthly green glow pulsing
from within. A pair of misshapen Skaven pushed the
wheeled contraption forwards, their milky eyes staring
blindly forwards. The chicftain watched the ungodly Clan
Skryre war machine as it was heaved between ranks of the
Clanrats, the Skaven scrambling over each other to keep
away from the glowing contraption. The Warlock's cyes lit
up with an insane gleam.

The assaulting Skaven swarmed down the passage, packing
the circular tunnel with their overwhelming numbers. The
Engincer turned his mad gaze on Skritt.

“Send in your slaves now, quick=quick!”

Bobbing his head in response, the chieftain barked his
orders at his subordinates, gesturing wildly at the
approaching Skaven. With the crack of whips, the slaves -
were led forwards, their emaciated bodies covered in

u{ mvadmg Ghnrat& _The enem




Many of the slaves turned to flee, panic washing over
them, but they were whipped and struck from those
behind who urged them ever forwards  Caught between
these two forces, the slaves were being | ripped limb from
limb and trampled beneath the surging crowd.

The Warlock Engincer nodded to the Skaven standing atop
the bizarre Clan Skryre cnntraptinn Raising a paw to his
arcane goggles, the Egineer tappﬁd a /button on his temple
and a pair of mirrored lenses thktd down to cover his
cyes. Skritt stood uncomprehending. watching as a lever
was clicked forwards on the immense arcane creation.

A sudden surge of painful light filled the dark corridor,
and Skaven dropped to the ground. clutching at their

burning eyes. The Warlock smirked behind his protective

goggles as a wave of heat washed over him. A huge,
twisting bolt of green-tinged hght cerupted from the barrel

of the warp cannon, shooting forwards into the mass of

tightly packed Skaven, huuncmg around the cumdur and

coveloping all in its path. Thﬁ Skaven slaves and enemy

Clanrats were engulfed as ong 4 th: contorting
bolt punching scaring

holes Ihtuugh all in

its path.

Smaller green arcs separated from the main beam, leaping
around the corridor in a frenzied dance c:.f devastation,
lunging {rom one Skaven to another. The surgca_-: of endrgy
struck  the barricade, splmtcrmg the rotting wood | t at
c:uplnd:d outwards u;ndtr Thl: mttnsc fnrc.r. The b

Tht mrndnr fltmr was st_ :

Skritt, who mwcrtd on

clutched tightly over hts achul

"Price fur 2id uf al

Skryre most EBTl:Hbll:.~.

)TEE*}’EST'




Clan Skryre specialises in the blending of evil magic
and arcane Skaven technology. Its members, belter
known as Warlock Engineers, constantly experinient
to create newer and more powerful weapons of mass
destruction. They often steal war machines from
other races and then strive to ‘improve’ them in their
own unique way. This almost invariably involves the
inclusion of warpstone-based mechanisms that
increase the weapons’ potential for destruction, but
also tend to make them much more unstable. Other
races would consider such weapons far (oo
dangerous for large scale use on the battlefield, bul
Skaven bave a different attitude, normally accepting
a few losses from their own weapons as normal,
After all, that’s what slaves are for!

The most recent addition to Clan Skryre’s arsenal
is the powerful warp-lightning cannon. 1This
bizarre gun is powered by a buge chunk
of raw warpstone. Its magical energy

lenises that amplify and concentrate
it. When the weapon is fired,

lightning surges from

the weapon's muzzle,
-l powerful enough 1o
shatter mountdins
(at least in theory!).

is channelled through a series of

a bright green bolt of

By selling the services of their specialised weapon
teams to the constantly warring clans, the Masters of
Clan Skryre bave achieved an unparalleled level of
influence and are at the moment the most important
of the four greater clans.

CLAN SKRYRE TROOPS PROFILES

M WS BS § T W 1 A Id

WarlockEng. 5 3 3 3 3 2 4 1 5
Globadier 5 e e e
Warplock Jezzal 5 3 3 3 3 1 4 2 5
e S QEARE, TR R Wl T R S Sl ’
Warp-lightning I
cannon 8§ — = = 6 3 1 - 5 1

WARLOCK ENGINEERS

These techno-mages are equipped with complex
harnesses that allow them to visualise the ever-
mutating winds of magic, so that they can tap into

the flow of power and use its energy for their

powerful destructive spells.

WARPLOCK JEZZAILS

Jezzail teams consist of two Skaven, one armed with
a long-barreled rifle and the other carrying a shield
that be props up to defend the team and to present a
firm point to rest the weapon on. The Jezzail fires
bullets of refined warpstone that explode on impact,
making a mockery of the thickest armour.

SPECIAL RULES

Jezzdils: Jezzails are missile weapons with a
maximum range of 36" and Strength of 6. They are
Move-or-fire and Armour Piercing weapons.

/ Skirmishers: Jezzail units are skirmishers. All normal

skirmishers' rules apply. This means that they have a
360° arc of sight and can therefore turn on the spot to

fire in any direction without counting as moving. If

charged, first turn the model charged to face the
charger and then form up the unit around it.

Cavalry Base: Jezzail teams are made of two Skaven
models mounted on a single cavalry base. Treat them
exactly like cavalry models. This means that they have
a Unit Strength of 2 and get a 6+ basic armour save
(to represent the fact that there are effectively two
models to kill, similar to cavalry models). This also
explains their two Attacks. The only difference from
normal cavalry is that they cannot be singled out as
targets by enemy shooters because they are the same

i , -
L dize as the other Skaven around them.

I ——_———



Pavise: The heavy shield carried by the Skaven at the
front is very effective against missile weapons, but too
bulky to be of any use in close combat. It confers a 5+
armour save against ranged attacks only (normal and
magical missiles). This combines with the team’s basic
save for a total armour save of 4+ against missiles.

Reliable: Jezzails are the most reliable weapons
developed by Clan Skryre (they're almost safe!). For
each Jezzail that obrains a result of 1 on its roll to hit,
roll another dice. If this second dice rolls a 2-6 the
shot was a dud and all is fine, but if the result is a 1,
the gun has a serious problem. To represent this, the
Jezzail hits itself (roll to wound as normal).

POISONED
WIND GLOBADIERS

Globadiers are bighly specialised troops armed with
deadly poisoned wind globes. These fragile spheres
of glass are filled with toxic warpstone-derived
fumes produced by the Warlock Engineers in their
secret laboratories. Small groups of Globadiers can
often be found scuttling on the flanks of Skaven
armies, lobbing their grenades against knights and
other elite units, whose armour is no defence at all.

SPECIAL RULES
Skirmishers: Globadiers are skirmishers.

Poisoned Wind Globes: Globes are thrown weapons
(see page 90 of the Warhammer rulebook). They have
a maximum range of 8". Each globe that hits wounds
any target on a 4+, with no armour save allowed.

If a Globadier rolls a 1 on his dice to hit, he has
dropped the globe or the fragile sphere has broken in
his hands. Resolve the hit against the Globadier
himself, but he will be wounded only on a 5+, to take
into account his protective gear.

WEAPON TEAMS

Teams of two Skaven armed with Ratling Guns and
Warpfire Throwers often follow units of Clanrats,
supporting them with their lethal firepower.

SPECIAL RULES

Cavalry Base: Weapon teams consist of two Skaven
models mounted on a single cavalry base. Treat them
exactly like cavalry models, except where otherwise
specified. This means that they have a Unit Strength
of 2 and get a 6+ basic armour save (to represent that
there are effectively two models to kill, similar to
cavalry models). This also explains their two Attacks.

Skirmishers: Weapon teams are single-model
skirmishing units. All normal skirmishers’ rules apply.
This means that they have a 360° arc of sight and can
therefore turn on the spot to fire in any direction
without counting as moving. If charged, turn the
model to face the charger.

same nn‘m and ‘within 3" of ‘fhe unit ﬂf C e

% the firing mechanism loses pressure before the crew
A can fire. No shots are fired this turn.

Attat:hed %ap:}%ﬁ tﬁama mu&t be deplﬂﬁréd,

Victory points).

As ]nng ﬂ_‘i []{]EY J.I,'E “Tlthl[l 3” [_f I"
been bought with, they can use that anit's rank bont
to modify their own Leadership. Eﬂem@gﬁ_l:”';‘f |
target a weapon team with ﬂﬂﬁsﬁe fire or .t

the same llﬂ]ltdtlﬂl’lb as . Whﬁn tﬂl‘gfft__ff”":xf““;

aaaaaa

'ﬂmlldr size or ldrge

Weapon teams can never charge into close C‘iﬂlb‘&t,: o
even if frenzied. . i el

Range Str  Damage Save
15" 4 1 -2

Notes N
Move or fire

el

To fire the gun, first you have to determine how many
shots are fired. To do this, roll a D6: the result is the
amount of shots fired. You can now decide whether to
stop or to roll a second dice. The result of the second
dice is added to the first and their total will be the 9
amount of shots fired. You can now stop or choose to
continue firing, repeating the same process. When
you decide to stop, check the distance to the target
and, if it is within range, all shots fired will
automatically hit.

You can continue to roll dice as long as you want, but’
if you roll a DOUBLE (ie, you roll a duplicate of one
of the numbers already rolled), the Ratling Gun
suffers some kind of malfunction while firing. As soon
as you roll a double consult the Mistire Chart below.

Note that Ratling Guns can stand & shoot.

Double 3 or double 4: Whooops!!! The steam pump
controls malfunction and a cloud of green steam o
surrounds the crew as the gun spins around wildly. Roll | : i
a Scatter dice — all the shots (including the ones rolled || - ~||
with the last dice, the one that has caused the Misfire) |
are fired in the direction shown by the arrow by the F |
half-blinded and disoriented crew, hitting the hr:-.t unit i
in their path within 15", friend or foe! :

Double 5 or double 6: BLAM! The weapon huildslup ~:

1nd l'ht' team is torn to &hl‘LdH
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Warpfire Throwers

Range Str Damage  Save
Artillery dice 5 D3 -2

Notes
Move or fire

Place the flame template with its narrow end
touching the Warpfire Thrower and the large part
aimed at the target. The target must be in line of sight
to shoot at it. Roll the Artillery dice and move the
template the amount of inches shown by the. dice
towards the target to see where the warpflame lands.
The template can overshoot a target — the team
squirts the warpflame in too high an arc. Determine
which models are hit as per a breath weapon (see the
Warhammer rulebook). A unit suffering any casualties
must take a Panic test. If vou roll a Misfire, the
weapon doesn't fire, roll a D6 on the chart below.

R e e ] T I T L s —_
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WARPFIRE THROWER MISFIRE CHART

.. 1-2: Kaboom! Place the large circular template centred

on the barrel and resolve the hit as normal. After this, the
team is automatically removed.

3-4: The barrel catches fire! The team runs desperately
2D6" in a random direction (the model with the barrel in
front), stopping if it comes in contact with anything, then
't:xplt}dﬁﬁ. Place the small circular template over the
barrel and resolve the hit as normal. After this, the team
is .munm:&tu:ﬁﬂv remoyed

Gtr f“re the weapon as soon as
the charge is declared,
before the enemy moves.

= ] X ﬂ;\_:f

WARP-LIGHTNING
CANNON

The Warp-lightning Cannon is crewed by two slaves,
who provide the muscular power needed to move the

gun around, and by a Skryre adept who orders the

slaves around and fires the gun. The magical energy
of the warpstone powering the gun is also used by the
Skryre adept to strengthen the slaves, giving them
enough muscle to move and spin around the heavy
machine with ease. The unfortunate side effects
of this exposure to-raw warpstone energy mean
that the slaves normally survive for less than a day.
Just long enough. ..

Range Strength Daniage Save

8DG6" Artillery dice D6 Normal

MOVING THE CANNON

Warp-lightning Cannons follow all the movement
rules for chariots. In addition, because of the
unnatural strength of the slaves moving it, the Warp-
lightning Cannon is allowed to march.

The Warp-lightning Cannon can never charge into
combat and, if charged, must always declare a flee
reaction, even when pursued or overrun into (the
warpstone gives strong foretelling powers to the

- Skryre adept, allowing him to perceive the enemy.

attack in advance, andit bestows enough strength to

: lht. slaves for them to quu,ld},r carry out l]l*- orders to

¥ -

treat). ¥,

ATTACKING THE CANNON

The Warp-lightning Cannon -has .a single stat-line,

like a chariot.” An unsaved wound caused by a..

Strength 7 hit or greater destroys the cannon
automatically.

The Skryre adept uses the energy of the warpstone to

create a shimmering magical shield, protecting

himself and the gun from incoming. missiles and
spells. The warpstone confers a 4+ Ward save to the
Warp-lightning Cannon. This save does not protect it
from any of the effects of the Misfire chart.
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FIRING THE CANNON

The Warp-lightning Cannon is a Move-or-fire weapon,
like all other war machines.

To fire the Cannon, first point it in the direction you
wish to fire. Note that the special warpstone-powered
aiming sight allows the Skryre adept to see through

terrain and troops, so you don't need a clear line of

sight to the target. The Cannon can be fired in any
direction, even through vour own troops — no
restriction applies whatsoever. For convenience, it's
better if you indicate a model as a target, and line up
the barrel towards it.

When the machine is fired, a bolt of lethal warpstone
lightning is released in a straight line from the
Cannon’'s muzzle. Roll 8D6 and total the score to
determine what the range in inches the lightning
projected from the gun is going to be that turn.

| Determine which models are hit in the same way as
| you would do for the bounce of a cannon ball, except
| that all models (friends and foes) lying along the
| entire line’s length are hit. There is no need to
randomise hits if the line goes through models
engaged in close combat with the ‘enemy, all. the
models lying under the line are hit, as simple as
that (note that this is an exception to the °
normal rules for shooting in close L‘.-:meat}_. :

Roll an Artillery dice. Models hit by thf: :
lightning suffer an automatic hit at th\g,i
Strength rolled by the Artillery dic
Armour saving throws apply ;153
normal, modified by the .
Strength of the Cannon.,
If you roll a Misfire,

refer to the Misfire

chart on the right.

EFFECTS OF TERRAIN

Linear obstacles do not stop the bolt, nor do woods
or wooden buildings. Only hills, high stone walls,
such as castle walls, and rock formations can stop it.
It is a good idea to agree with your opponent which
terrain features on vour table will block the lightning
before starting to deploy yvour troops.

If the Cannon and its targets are on a different level,
for example if the target is on a hill, some amount of
abstract thinking is required. Before firing the gun
yvou must declare whether it is firing up or flat. If
firing up, the beam hits only targets that are on-hills,
castle walls or other positions that put them higher
up than the tabletop level. If firing flat, only models
on the table will be hit and a hill/castle wall would
block the beam. If the Cannon itself is on a hill/castle
wall, it can either fire flat, hitting all models in similar
positions, or fire down, hitting all models in front of
it on the same hill first and then all models on
the tabletop level (the bolt being stopped by ‘other
hills, castle wa_ll:s, ete).

SRl e e

AEP-LIGHTNING CANNON MISFIRE CHART

1-2: The machine and its crew disappear in a green
fireball. Remove them.

I 3-4: Place the large template over the warpstone chunk
L inside the cannon. All the models under the template, |
" including the cannon, suffer a hit at D6 Strength., |

5-6: The gun overloads with energy and starts spinning =E
wildly under the effect of mysterious forces. It finally |
_stops, firing an unbelievably powerful burst. Pivot
the gun on the spot so that it faces in the direction
indicated by a Scatter dice and resolve a shot at

Strength 107), firing flat.

maximum range and maximum’ Strength (48" and @&
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Scredaming Bells are unboly altars from which the Grey~Seers pre::u:h to the the Skaven. The Bell is an ever-

present symbol in the legends describing the creation of the Skaven race, and its sound reaches deep inside the
evil bearts of the rat-men, inspiring awe and devotion. In battle the ominous sound of the Bell can be beard
above the clamour of the fighting, a message of death for the rat-men’s enemies and of victory for the Skaven.

MOVING THE SCREAMING BELL

The Screaming Bell is a special chariot ridden by a
Grey Seer and must be fielded in a unit of Clanrats or
Stormvermin. It cannot move on its own, but
depends on the unit of Skaven surrounding it for
movement. If the Bell's unit is ten or more models
strong, it can move at its normal speed. If the unit
suffers casualties and is reduced below the minimum

of ten models, the unit loses 1" from its Movement
value for every model under ten. So, if there were
nine Skaven pushing it, they'd have a Movement of 4,
eight would havea Movement of 3, etc. If the unit is

~ & reduced to five or less models, it cannot move any
r?ﬁ‘*d ” more. ’I'J:le Grey Seer can never voluntarily leave the

- sl

?;.':.'-. Béﬁ} nﬂga@n the unit pushing it.

= The BWE unit moves as normal, marching, charging
v and pursuing at normal speed, etc. The Bell must be -

, .. possible in thc ani¢. The unit’s rank bonus
ed normally, treating the bell as an
nber {Jf IﬂDdt‘lS {See the dlagramq on

| _gl!;i'ﬁt 45; I'Eﬂi‘i‘iurﬁd b}r thr: presence of the
% ;:1 iﬁ thﬁrt:fnre Immune to Psychology.
it is i:lfﬂkl‘:ﬂ in combat

".-.;"-.LE‘-" s il
I

awarde SLIJEIIEIIEIF
'm‘-ﬁﬂﬂi ﬂ':ﬂa,ﬁﬂme way as fora

H&*ﬁ-’.::-
‘-':f'::‘-‘i'-""a i :J .

:'.”.Ell the. ’Gr&y Seer can

: saw{f i

N ‘oxf'artf '.:'},ﬁf 3+,
' ‘Ltible

yrmal 5+armour
g the shelter

1} Bell at the front
of the unit and s
central as possible,
+.3 Rank Bonus

2) The same unit after
suffering casualties.

+2 Rank Boris

(1f one more model
dies, the rank bonus
drops to +1, as the last
rank wotdd be less
than four models).

Unsaved wounds caused by a hit with a Strength of 7
or more destroy the Screaming Bell automatically. On
the other hand, every time one such wound is saved
by the Bell's Ward save, the Screaming Bell will
immediately ring with three dice as described below.
Any new effects generated in this way replace effects
that were lasting from a previous ringing of the Bell.

The Screaming Bell and the unit pushing it have
Magic Resistance (2).

The Screaming Bell adds two dice to the Skaven pool
of Power dice in the Skaven Magic phase. These dice
can be used only by the Grey Seer.

- The Grey Seer can take advantage of his high
position, drawing line of sight for his spells over the

heads of the Bell's unit (remember, the Bell is a large
target). In addition, he is free to cast spells all around,
not only in the unit’s line of sight.

MISSILE FIRE AGAINST THE BELL

Enemies with a line of sight to the Screaming Bell
may choose whether to target the Bell or its unit with
their missile fire.

Missile hits (normal and magical) against the Bell are
randomised as normal for characters riding chariots,

- so a result of 6 would hit the Grey Seer, and any other

result hits the Screaming Bell.

CLOSE COMBAT AGAINST THE BELL

If the Bell's unit charges in close combat, the Bell
causes D6 impact hits on the unit charged. In close
combat, enemies in base contact with the Screaming
Bell can choose to attack either the Screaming Bell or

i iy R I S n———— T




the Grey Seer, in the same way as with a character
riding in a chariot. Since the Bell has a Weapon Skill
of 0, all artacks directed against it will hit
automatically. The Grey Seer can fight against
enemies all around the Screaming Bell. The striker is
too busy ringing the Bell and can’t fight.

If the Grey Seer refuses a challenge, he can declare
that he’s hiding behind the Bell for protection. The
Grey Seer is not moved from the Bell, but he cannot
fight and cannot be attacked for the duration of that
combat engagement. The challenger is free to attack
any other model he’s in base contact with, including
the Bell itself (if he's in base contact with it).

RINGING THE BELL

in the Skaven Shooting phase, the striker can ring the
Bell, even when it is engaged in close combat.

First declare if you are going to roll one, two or three
dice (ie, decide how much effort the striker is putting
into hitting the Bell). Then roll them, add their
results together and consult the chart below.

Score Result
1-3 No effect.

4-5 The Bell and its unit cause fear until
the next Skaven Shooting phase. :

6-7 The Bell and its unit are stubborn
(despite  being immune to
Psychology) until the next Skaven
Shooting phase.

8  All cavalry units and ridden monsters on
the battlefield must take a Panic test. Undead
cavalry and ridden monsters must take a
Leadership test as if their General had been
destroyed (they can use the General's
Leadership if within 12" of him).

9-10 All models with Toughness 7 or more on
the battlefield suffer D3 wounds. Armour
saves apply as normal. Empire Steam
Tanks and all buildings suffer D6 points
of structural damage. Roll 4D6 on the
appropriate damage chart for each section
of a castle on the table.

11-12 All Skaven units on the battlefield (even Clan
Moulder beasts and units that are normally
immune to psvchology!) are subject to
batred against all enemies until the next
Skaven Shooting phase.

13! All enemy units must take a Panic test.
Undead units must take a Leadership test as if
their General had been destroyed (they can
use the General’'s Leadership if within 12"
of him).

14-15 The Bell and its unit cause terror until
the next Skaven Shooting phase.

16-17 All Skaven units on the barttlefield Ee"f’i'

(even Clan Moulder beasts and units
that are normally immune to
psychology!) are subject to frenzy until
defeated in combat.

If the dice rolled include a double or a treble result
(two fours, or two fives, or three sixes, elc),
something bds gone wrong:

Double: The effect rolled on the chart still applies as
normal. In addition, the distorted resonance
of the Bell causes both the Grey Seer and the
unit pushing the bell to suffer D3 Strength 2
hits each, with no armour saves allowed.

Treble: The effect rolled on the chart does not apply
and the Bell itself is destroyed! Remove the
Screaming Bell model and place the Grey
Seer on foot inside the unit. Both the
Grey Seer and the unit pushing the Bell
suffer D6 Strength 4 hits each, with no
armour save allowed. Note that the
Grey Seer also suffers the normal Strength 5
hit due to his ‘chariot’ being destroyed.

-
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CLAN PESTILENS Wounds caused by the gas count for combat
resolution. Models killed by the gas are close combat
PLAGUE CENSER -asualties and therefore don’t get to fight back.

A censer consecrated to the Horned Rat and filled
with lethal burning warpstone is used as a weapon by CLAN MOULDER
its crazed bearers (it counts as a flail). In addition,
when the censer is swung around violently it creates WHIP
a deadly cloud of warpstone vapours. If the bearer Counts as an additional hand weapon if the bearer is
is in base contact with an enemy at the beginning i1 base contact with an enemy.

of the Close Combat phase (both the Skaven

contact with one or more models armed with allowing the bearer to make one Attack (regardless of
a censer must take a Toughness test, as the model’'s number of Attacks) through a rank of
should the bearer himself, If the test is Rat Ogres. The same applies to Giant Rats, except that
failed. the victim suffers 1 wound with no whip-armed models can attack over any number of
armour save. All Clan Pestilens Skaven ranks of Giant Rats.

At |5 wi » Mark of I rle fai ' :
* 1}{11 models ilh the Mar I[lﬂ Nj}”[:'!"]{‘,],!l] An enemy model cannot attack back against whip-
> res o 1 T 0 : . AP : .
the: fest only On 4 1o ? 1% armed models if it is not in base contact with them.
wounds caused by the gas are
resolved before impact hits but after

l;u:-i:-;assinﬁ are revealed and CLAN ESHIN

challenged models are moved.

SMOKE BOMBS

An Assassin equipped with these bombs uses them to
reate a diversion and disappear in a puff of smoke
when things are starting to look bad in a fight.

If the Assassin is fighting on his own (ie, he is not
inside a unit and not part of a multiple combat) and
has to flee from a close combat, enemy units have to
roll 4+ on a D6 to be able to pursue him. Note that
the Assassin cannot choose not to use the bombs.

CLAN SKRYRE

WARPLOCK PISTOL

A warplock pistol follows the normal rules for pistols,
except that it has a range of 10" and a Strength of 5.
In addition, warplock pistols are Reliable (see p.27).
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WARP-BLADES

These arcane tools come in the shape of large blades
attached to poles or implanted directly into the
Warlock's arms, with many wires and cables feeding
them the warp energy accumulated by him.

The warp-blades give the bearer +1 Strength and
-'ﬁlllpw him to cast the Warp Lightning spell through
them. Note that this only provides the bearer with the
..... knowledge of the spell, but the player must spend
. Power dice to cast the spell as normal.

WUPGRADED WARP-ENERGY CONDENSER
! Eﬂlfﬂwa the bearer to cast the Warp Lightning spell
“With 6ne dice more than he is normally allowed.

mﬁﬁPERFHﬁRGTD WARP-POWER ACCUMULATOR
.~ This improved generator creates one extra Power
o e dice in each Magic phase of the controlling player.
"J?}’ 131{': dice is added to the player’s pool.

_:;_.;;%-_:_,q.-.-. /
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Skaven magic works in a slightly different way from

other kinds of magic.

GREY SEERS

Grey Seers are Level 4 Wizards and know four spells.
At the beginning of the game roll a D6 and consult the
chart below for each spell they have.

If you roll a spell that the Grey Seer has already
obtained, you must re-roll and keep re-rolling until
he gets a spell he doesn’t have yet.

After all of a Grey Seer’s spells have been rolled for,
he can decide to swap one of them for the Skitterleap
spell, if he does not already have that spell.

D6 Spell Casting Value
1 Skitterleap 4+
2 Warp Lightning 5l o i
3 Vermintide 7+
1 Pestilent Breath 8+
5 Death Frenzy 0+
6 Plague 13+

il
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ARLOCK ENGINEERS

warlock Engineers are not natural-born wizards. They
try instead to control the energies of the winds of
magic by means of their weird sorcerous science.
Warlock Engineers go to war wearing impressive
pieces of equipment which are known as warp-power
accumulators.

These warpstone powered machines are carried on
the Warlock Engineer’s back and are often partially
implanted into his body. They pick up and
concentrate the energy of the winds of magic through
an antenna that is worn by the Skaven scientist on his
tail. They also include an eyepiece that allows the
Warlock to see the mutable ebbs and flows of the
magical energies in the ether.

In gaming terms, Warlock Engineers are Level 1
Wizards, but they don't know any spells. They can
buy extra pieces of equipment that make use of their
arcane technology to improve their ability as Wizards
(see the Skaven Armoury).

IRRESISTIBLE FORCE

When Skaven Wizards roll two or more 6s when
casting a spell, the spell is not cast with Irresistible
Force. On the other hand, if the total they roll on
their dice is a 13 (before any modifier is applied) then
the spell is cast with Irresistible Force.

WARPSTONE TOKENS

Skaven Wizards begin the game with a number of
Warpstone tokens equal to their level.

Before casting a spell, a Skaven Wizard can declare
that he is eating some of his Warpstone tokens to
boost his powers, generating extra Power dice. He
can eat any number of tokens to cast a spell, as long
as he has enough tokens left. When casting the spell,
roll one extra dice for each Warpstone token used.
These extra dice are added to the casting total,
counting as normal Power dice and can cause a
Miscast and Irresistible Force.

This allows the Skaven Wizards to use more dice than
they are normally allowed for their level. You can cast
a spell without using any normal Power dice and only
with warpstone generated dice if you want.

For any of the warpstone generated dice that rolls a 1,
the Skaven Wizard suffers a wound, with no saves of
any kind allowed. The results of Miscasts still apply as
normal to Skaven Wizards.

When using both normal Power dice and warpstone
generated ones, it is best to use dice of a different
colour to represent the warpstone generated Power
dice (green is best!), or to roll them separately.
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can bﬁ: ﬁas*t i::ﬂ thﬁ% iz '.d htm-sﬂlf or an}r.. _This spell can be cast on a frmndl}r unit within IB

' '_: “i’* within 1'}."“ q:?ﬂn if _;;1-;' even if engaged in close combat, If successfully cast,
_the unit is affected by frenzy until it loses a combat
engagemf.:nt The spell itself does not remain in pla}q
- but the effect lasts until the unit loses a close combat.
df the spell is cast on a unit which is already ﬁenzi&d
(bmau#ﬁ‘ of this spell or for any other reason), the -

- unit will go Inm a state of death frenzy. The rules for
dﬁﬂrb [frenzy are the Sﬂmb.: as those for _,r"rm;z'g,v but the

e mmdﬂs galn one ﬁ.mhe:g Attack, for a t{aral of |

'_;._.’_;’ng is am % 2 m!!& wnh a r*ang . ﬂf 2 4" +2 Attacks on’ thﬁ;.-r pmﬁl:&: Umt; E_hat are death ]
S - it ...:“&mﬂf* 54 or O (dﬁdafﬂ frenﬂad must roll a ﬁa at the end of cach ‘Skaven

R i 'HF Last, “ hits its . turn. The nunﬁmr rolled is. thL number of wounds |

' suffered by the unit (randomised as per shooting, if
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' SWORD OF STRIKING 30 points
© Weapon; +1tohit.
SWORD OF BATTLE 25 points
 Weapon; +1 Attack. ik
- SWORD OF MIGHT 20 points
Weapon; + 1 Strength. \
_ BITING BLADE \\ ; 10 points
 Weapon; -1 armour save. N
- ENCHANTED SHIELD “- 10 points

| '-iii.;,;-:.:;-'TALISMAN OF PROTECTION

-"'M‘mnur 5+ armour mne,

| Skﬂve'ﬂ magic items are mighty, desfrucm'e artefacts. Their magic is so h::zrmfu! and unreliable that the resulls

#r‘E Gﬁ‘éﬂ dangerous, Epﬁn fﬂf‘ the Skaven themselves.

34 COMMON MAGIC ITEMS

15 points
- Talisman; o+ ‘Iﬂud save.

 DISPEL SCROLL 25 points

,:_One use only it
:-: A ﬂm:ane Automatically dispel an enemy spell.

© 'POWER STONE

a9 pﬂints
---bne use only

4 ﬂﬂ.;mt: + 2 dice to cast a spell.

" FELLBLADE

THE GOUGER

STAFF OF SORCERY

.1_".”-ﬁrcane +l to dispel.

 WAR BANNER

~ Banner; + 1 combat resolution.

MAGIC WEAPONS

The Fellblade was created by the Skaven lo destroy

the Necromancer Nagash. It is made from ore
smelted from warpstone and mixed with stolen

gromril. So deadly is the Fellblade that even its
wielder will ez-reﬂtuai‘!y succumb 1o its effects.

“The Fellblade’'s wielder has ‘;tr»:.,n,gth 10. Each
unsaved wound is multiplied into D6 wounds. Roll a
dice at the end of the wielder's turn: on a 3+ there is

___..ghﬂ effect: on a roll of 1-2 the wielder suffers 1 wound
'with no armuur save alluwt,_d

50 points
The potent blade. of this Joul weapon is engraved

- with twisted markings and is capable of slicing

rhmugb ﬁﬁi‘e jz’ﬂesr gdrmour with edse.

No dﬂﬂﬂﬂf saves are allowed against wounds caused

hy the Gﬁuger

50 points

25 pﬂiﬂtﬁ _ I ThL ‘lr"-’lf.'ld:tl'h‘ﬁ W@.‘ﬂpﬁn ij_]_l 15 rﬂlﬁcﬂ 1O 10).

85 points '

BLADE OF BLACK FURY 50 points

A Skdven wielding this is invigorated with sorcerous
ermgy that pulses through bis body. -

Tht.’-: sword confers +2 Attacks to the wielder.

WARPSTONE STARS
Clan Eshin only

These throwing weapons are coated with deadfy_

poison which eats through armour and flesh.

o »
GRS

The model can throw as many Warpstone Stars in a

single Shooting phase as it has Attacks on its profile .

(all against the same target). Treat them as normal
throwing stars, but with a range of 10" and Strength 5.
‘Each unsaved wound is multiplied into D3 wounds,

WEEPING BILADE

50 points

45 points
This weapon tweeps a black and corrosive venom. |
which can burn through armour and q!:::y with ;he'

merest touch. \ ;,n_ g

The wielder has + 1 Strength. Each um*wed wmund ia

multiplied into D3 wounds.

! P

'CURSED BLADE’OF HELIRIUM 45 pmﬁts
ET‘IE?}IIE.. fighting the bearer of this mﬂdciﬂﬂiﬁg

‘ weapon become confused and befnddied, mﬂkﬁ?ﬁ ’uf
bard for. ;berm to strike bﬂ{.k 3

xl X

h ; R

HEAD PLITTER; i 40 pmﬂts
The twisted runes on._ this ﬁiing gmde its bullets
invariab mwarda tb“ﬂ eyes, throat or any other
weh aﬁm‘ in the bia?e :1{ buge and very tough
mmzs.ters it

“ This is utrﬂﬂl’t{l as a n-::-rm.;ﬂ sling, but against models

with rltzgughm.% 5 or more, it always wounds on a 2+
with no armour saves allowed.

DESOLATE BLADE 40 points
This ancient weapon is imbued with dark power mm'
glows with a pulsing green light.

The sword confers +2 Strength to all close combat |
attacks made by the wielder.

. DWARF- SLAYER 35 points
“This wicked and ancient weapon was fashioned as
the Skaven battled to. wrest the Worlds Edge
Mountains from the Diwvarfs. '

Against Dwarfs; the wielder always wounds on a 2+.
Armout saves suffer a -3 modifier, regardless of the
wielder’'s Strength.

i L




BLADE OF CORRUPTION

~ Clan Pestilens only

_‘“? Seething with the foul energies of pestilence, this

blade, wielded by the favourite disciples of the
_ Horned God, brings corruption and death to those

| unfnrfunata enﬂﬂgb to be struck by it.

30 points

Once an en-:my has suffered an unsaved wound from
this weapon, hie must roll a dice at the beginning of
- each of his turnﬁr 011 a roll of 1-3 he will suffer one
waund wul} ﬂL‘F‘ armnur save a,llnwul

1 /

GUISHER $W:£}RD 25 points
e Languisher Sword is a blade forged from broken
E - 4 sf;i‘ghrds which causes all opponents to become weak
ﬂﬂd sluggish when ﬂg&rﬂng tbe wfﬂfdw

The wielder of the swﬁrd alw :_ strikes first in close
“combat, even before enemies that have charged. If the
. meldf:r is fighting another enemy who is  also
ntitled to strike first (because of spells,. special
ahlhueq etc), then resolve attacks in Initiative order.
If both combatants’ Initiative values are ::qual rul] a

- ‘*Iill{:E to determine whu[fbmkeb first.
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Hﬁmm GLOBES 20 points

: %ﬁn Skryre only - \

5 “ e variety of pufsaned tine g!nbes carried by

- Warlock Engineers are a vastly improved variant of

: Ibﬂ globes carried into battle by Globadiers, being

- both more deadly and less prone to Sbﬂ{u’ﬂ?ﬁg in r&e;;ﬂ-*
bhands of the thrower. | _ Y #:

The Lhaﬂctcrluan throw one G lube per Sﬁummg’ﬁ_._:

phase. Place the small round template with its centre
~anywhere vﬁthm 8" of the character. “Seatter the
. template and resolve hits as you wuuld for a Stone.
| '_"'-*_,E“;‘Ehmwer template, All models hit suffer a wound on
e result of a 4+, with no armour save allowed, i
},?nu roll a Misfire, centre the template on Lhe moch:!
thmwmg the gk)bc _

BLADE OF NURGLITCH 20 peints

 The merest scratch from this rusted weapon, covered.
in filth and stime, is instantly infected. aud rurm

gangrenous. i Sl

I:,m:m}f models lose 1 point of [uughnESE fmm fh#....
profile for each unsaved wound r_he}r m.hffeﬁ h:r &4y
minimum of Toughness 1. . s

THINGS-CATCHER
Clan Moulder only | ;
This is the weapon wielded by the greatest heroes 30}"
Clan Moulder, used to catch the prey they need(to
conduct their foul experiments upon. -'

J
This weapon requires two hands to use and co rfers

the Killing Blow special ability (see page 112 tl"lL
Warhammer rulebook).

RUST ARMOUR

|+ OF Tﬁi “HOT
The croin is cr ted ﬁﬂm.,
and mﬂgied_ n

O e

This is an ancient, d-?cﬂwng suit qﬁﬂﬁnﬂur hﬂ-fd |
together urﬂb the power {,gf dark’ mrcmy

Gives a ‘:3+ ArmOUr save that can:be anhmf:{i wu;h
other armour as norgral. In addition, if the wearer. is
wounded by a hit with a Strength sufficiently high to

‘completely cancel his armour save (or a hit that does

not allow armour saves at all, such as from a cannon
ball), the wound is discounted but the armour fﬂll‘i ’tf_’l il

pieces and is di:stmyf:d

WARPSTONE ARMOUR 35 points =
meﬂuﬂe Armour contains powdered warpstone S
that is mixed in with the metal during the ﬁ}rging R
process, and radiates a poisonous aurd. o :

Gives a 4+ armour save that can be mmhmé,d with'{. gl

{
other armour as normal. For each successful armour il
save in close combat, the atmout mﬁlcts 4 5.;1-.&9@31 4 L
hit againstiiE corne Etfuﬂk/‘hﬁ biw e

This lar, &€ ’?ﬁigfﬂﬂf SHElG empPRAsiSes d naturdi
in Skaven ﬂﬂfﬁ?"ﬂ N ss_:-__;l'_f‘_}*-'_ e R L

uther armour: @5 ﬂr:: .
model in base CGI’I‘!’.@I

wh;tm Attack in, the E‘Haﬁﬁ P‘l ﬂ

ﬂ?ﬁ bar&a of c:girrﬂsied § o
gl i ol g 0 S %

; _'?ﬁiﬂ& dg{k _ﬁiu: atabee

moslded it s s&zﬁmg}‘ _.ny': It swims around t
wearer with a life of rts,ﬂm concealing him fmm **
view ::md mrmg qmie arrows anr:? brisﬁie rrmgic
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THE FOUL PENDANT

g ?tda&ﬂ green smoke radiates from this rat-skull token.

] i”bie solidifies before incoming aitacks; returning to
L smc:ake Once mc;-re when the blow is deﬂ@cred

30 points

-’th pe ndant confers a5+ Ward save to the bearer.

WARPSTONE AMULET 25 points

the Warpstone Amulei radiates  disharmony,
Eﬂmtﬂiﬁy and cﬂnfu:. ton, so that anyone who attacks
& %ﬁ its bearer becomes dazed and bewildered.

' 4 W“‘f T‘he ‘Amulét conférs ¢ the bearer a 4+ Ward save. At
. the end of the game roll a D6. On the result of 1, the
© character succumbs fo the mutating power of the
‘warpstone and counts as a casualty for the purposes
- of allocating Victory points, and eannot contest table
quarters. ND I:L-rﬂllﬁ are A[LOWLd for this final roll.

RING OF ﬁARKNESS W\

T SR

L {mﬁenerrﬂﬁm darkness when'\
. ereature fhm make& use of maq:

azed upon by a
[ sight.

'Ihe bearer and tht:- uml he is %mh have Magic
. Resistance (1). Also, whcn a spell, magic item or any
i o ,' a _other Scrying magic would force the Skaven player to
- _reveal magic items or any other ‘hidden’ presence in
T " ‘the unit, the Skaven player must only reveal the
i' prtsﬁ:nw of t:hls rlng Everything else remains hidden.

\  ARCANE ITEMS

| §vARPSTORM SCROLL
I: 135?: " Sc::rnll Bound Spell (Power Level 5);
W . One use only
;is the words of this scroll are read aloud, the -iky
'f*-f;,;ﬂda\rkﬂm Es'gbmmg charging the air with electricity.

Al units of flyers within 24" of the caster s

D6 Strength 6 ‘hits. Flying monsters and their riders

 within range also suffer D6 Strength 6 hits,
. randomised like shooting hits. i

- WARP SCROLL
. Scroll; Bound Spell (Power Level 5);
One use only

25 points

The bearer of this ring L?‘Eﬁfﬂ“ﬂ' an area of almost

50 points

30 points

‘Warlock Engineers only

'EYE OF THE HORNED RAT
| The Eye is imbued with warpstone energy which can

/Skaven magie: t::n page 34, W

~afford mthﬁﬁ the limit of thE: points they can spend on
- magic il:frm&r Bu}fmg oné or more tokens does ﬂut

. count é}ﬁ jﬂdﬂg H,Q.Q%'canc item,

STORM DAEMON

25 points
Bound Spell (Power Level 4); |

The Storm Daemon is a warpstone-powered dez:ife

created by the Warlock Engineers, that crackles w:th
barely contdined power. .

Once in each of his own Magic phases, the bearer can
cast _fhe Warp Lightning spell (the weakest version
only see page 35). The spell requires no Power dice
to c¢ast as all the power is provided by the ‘-atm;m 4
Daemon itself. “

Rnll 4 D6 every time it is used. On a 1 the Storm
Daemon runs out of power and cannot be used fl:}r '
the rest of the battle.

-
-

e

———

25 pﬂint& _

be channelled by the bearer by bolding the :.te;ifw
firmly to bis head.

The Wizard can clcudﬁ to activate the Eye a,t ﬂ:ﬂ |
begining of each of his Magic phases. On a result of
Skaven wizards to power their spells. This 181! d 1

2-6.add one Power dice to the Power dice pool. Ifal |
is rolled, no dice are added to the pool and ll‘l‘itﬂﬂd !

&
dﬂugwmua technique but this does not siﬁp IEIE ‘E
Skaven in their bung&r ﬁ::r power. . __ \ W \i
|

’ .-'.:_:
R

one dice is removed from the pool.

WARPSTONE TOKEN 10 puims

These pieces of refined warpstone are consumed ,E#_F

See the rules for Warpqmne tukens in the ac:muh {m %

In a biml,lfar ng*a}' to scrolls, all Skaven wuards ﬁ%ﬁ‘hﬂ‘a
armiy can buy as many War pstone tokens as they can

E/NCHANTED ITEMS

CLOAK OF SHADOWS 50 points

Clan flii&i];in only

. Ibhe Grey Seers write Warp Samﬂ’s using quills dipped

 in the blood of an enemy slain through treachery. As
fh -.f;;;___sheir words are read aloud, Hhe parchmeut crumbles
i m dust. | |

Thé scroll’s spell has a rangL uf*zé* andcan be cast on
any unit which is visible to the bearer. The spell
. contained in the scroll inflicts one ‘Strength 3 hit on
P me“ver‘jf model in the un;it, If the unit suffers any
t;%a&*ualtlt:s it must take a-g_:': ic test

) fail, th

‘This is woven ﬁ*mw HJE‘ bﬂfr ﬂf mur d*”'ﬂd Joes, ﬂ”d_ :

' casts shados qf darkﬂﬂs.s* around its wearer.

3
In order to shm:rt or caﬁt a *:pt]l against the bearer, é
enemy Uunits ﬁi‘ﬁtﬂﬁ&ﬂdﬂ roll a 5-or 6-0n a DO6. Ifthtry e
can choose a  different target, choose to cast
a different spell, ete. If the bearer is inside a unit oris
engaged in close E‘Gmbat the t:lﬂ;ik has no effect. i

i, i :"~.'1'.
..l.a -: . fr L . -\}"_-_ -
i 1 ; e

SKALM 50 points

~. One use only e E

Skalm is a foul smelling subsmnfe that Skmrerz
smear on wounds to incréase the rate of bealing

Use once, at the beginning of any phase (own or
enemy’s). Skalm cures all wounds suffered so far by
the bearer.




4 :- 4 Edamage _’.
QsKAVENBREw

BRASS ORB

One use only |
When thrown, the Orb opens a m::r:k in the pmﬂe of
reality for a split second, sucking those in its vicinity

50 pﬂiﬂts

~into the .ﬂwiﬂiﬂg Realm of Chaos.

Once per battle, thL user can throw the ﬂrb exactly
like a Death Globe (see the rules for this magic item
on page 37). Mﬂdel& hit must t’lkﬂ an Initiative test or

be destroyed, with no saves (of any. kind) allowed,

Remember lghat a6 is always a failure, ‘but characters
are allowed a ‘Look Out Sir! roll’as normal. An
Empmf Stﬁah'i ’lank Eut by the ﬁrb suffers 3D6 points

'1-. :
5 |

_ 50 points
. Skavenbrew is a concoction of warpstone and blood
milked from all manner df foul creatures.

A character can feed Skavenbrew to the unit he is with
at the beginning of the battle. The Skavenbrew will
'y have no effect on other, characters in the unit. Roll a
D6 to determine the effect of the Skavenbrew:

Result vy

N NU effect. _

The unit and the Lhmctu are f?‘E‘ﬂﬂEd
The unit and the chamu:f,r bate all enenics.

6. The unit and the Lhara{:ter are frenzmd and
- bate all enemies {dL&plte being imghune (0
psychology due to fr‘eﬂzy} In “addition, t'h&
unit suffers D3 wounds from overgxertion at
the end of every Skaven turn (distribute them

as mlﬁsile hlta NO armour save ‘allcrwed}

""-.I

LIBER BUBONICUS
%ﬂ Pestﬂf:ns only g

mgﬁ?ﬂf book is inscribed H“’iﬂ? téa tzh:ﬂdesrrme erea

. of corrupt magic, and contairs the secrets of E’EFET_}!
pesrﬂenc:e and plague in H'?& world, i

I‘-

ziﬁ pmm

 MAGIC STAN'

STORM BANNER

¢ One use only e
This ancient and Ir:.:trered b MO
wrack the sky urirb smrmgfrfmﬁﬁg the. bmv&m apm:
with thsfury. ) S e el

i i, i :
The banner can be’ activatf:r;l at tht, hﬂgmnmg q:::f ﬂl!‘f_ |

~ player’s turn. No flying movement is allowed across
the entire battlefield and missile fire is a2 to hit, All
non-magical missile attacks that don’t use BS to hit.
their target need-to roll a 4+ on a D6 before mﬁy %‘aﬂ
fire. Roll a D6 at the beginning of ecach of the
following playec’s turns — the effects of the banﬂc.r'.;‘:' :
will end on the roll of a 1 or 2. | e

_ :..:ij I: i}' _;:a:
SACRED STANDARD fis
OF THE HORNED RAT 75 points
No one can. behold this ghastly symbﬂﬁ f ' ﬁeﬂtb Rl
withowut a sense of ﬁ)rebn;:hﬂg L | ¥
All models in the unit Lau-%efem BT ?:-, h
it B S

2 . |

UMBRANNER he 35 pniutm i
- A writhing black flﬂud E:t;:mg OUe %ﬁé ugﬂf &eﬂﬁﬂg i
the Umbranner rug'r{tng“ c@tﬁﬂme ﬁﬁfﬁ'ﬁggﬂag Htﬂﬂj} !

fmm their intended rapgets. j" L *;~- s

~All I'l'lE'.de‘lb in H:e ﬁnit'r.,arry:ﬁg thv;: h%fﬁtr E'EEEWL a
4+ Ward save againsr, ﬁﬂ ?mgl aﬁd magtr:él mrssﬂﬁfs'i 5
with htrength 4 mﬁi;sam o I_ﬁ tl.' ?, : al “&
MNER {Z)F ’I’Hﬁ 4 .‘ st ‘R,&
jﬁ‘ﬂ-—w “WE

[ a~

The bearer is a Level 1 ‘Wuard but has no Wag:&s g § . amlie T i
tokens. He knows the Pestilent Breath sp::!L A e - : - 25 pﬂi.htﬂ \
Sl % Tﬂis bcfﬂﬂﬂr‘ ﬂ}‘ flayed rsﬁaiﬂ is t:nv#regi fﬂ the pr::werﬁ.sf Wil e
BANDS OF POWER 25 pnmts . runes uffbe Sﬁﬁﬂwsdﬂky o o ;_ |
Bound Spell (Power Level 4) - go o S et :bﬂrﬁfﬁlll ﬂnemmq” .. Lo

These tarnished armbands, swhen cfcmfféd !Qgﬂ!ﬁﬂr

imbue the wearer with unnatural pmﬂ&*r _ ! - Y

Once per Magic phase, the user can e@st th-ﬂ spe[lf

bound within the bracers. The spell requires ho Power
dice to cast as all the power is provided by the hands
The spell doubles the model's basic Strength vaﬁne*
until the beginning of his side’s following Magic pbfiﬁL

WARPSTONE CHARM
One use only

Jewels of pure warpstone are often worn by w#&ftby
Skaven as lucky charms.

25 pn ts

This item allows its bearer to re-roll any single dice roll
once during the game.
effectively cancel a Miscast or cause IrresistibleForce:

This can even be used. m'
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The purpose of an army list is to enable players with "H W T A ' Y

vastly different armies to stage games which are as fair O HE RM LIST ]s
and evenly balanced as it is possible to make them. INTENDED TO BE USED
The army list gives each individual model a points
value which represents its capabilities on the
tabletop. The higher a model’s points value the better
it is in one or more respects: stronger, tougher, faster,
better leadership, and so on. The value of the army is
simply the value of all the models added together.

e W . - ; R R T R “;/"

The army lists enable two players to choose armies of
equal points value to fight a battle, as described in the
main body of the Warhammer rules. The following list
has been constructed with this purpose in mind.

The list can also be used when playing specific
scenarios. either those described in the Warhammer

As well as providing points costs, the list also divides | _ ‘
rulebook, or others, including ones invented by the

the army into its constituent units. The list describes _ _ i
| the weapons and optional equipment that troops can pl“?r":m‘ [n this case, the list pr{m?h:s R fr:u_nr:wntrk
| have and occasionally restricts the number of very which the pla_yr:rs AR Aaapt 48 required. It might, fof
g powerful units an army can include. It would be very example, IJ_r: felt necessary to increase or decrease t!l(:
silly indeed if an army were to consist entirely of number of Chll_l‘ﬂf[t:.rﬁ Or units ﬂll()“-:l:t;l, or to restrict
devastating Warpfire Throwers or Screaming Bells. tl_]r‘ remove options in the Ht';l.‘['lﬂal'd‘ list F-'LIL"I] as magic
| The resultant game would be items. If you refer to the Scenarios section of fhe

a frustrating and unbalanced Warhammer rl.:llc':}‘{nnk (pages 196-213), you'll find
affair, if not a complete waste examples of this kind.
of time. We use army lists to

ensure- that thi:i. does not ARMY LIST ORGANISATION

happen! ‘ s G g e ; ;
. .['lﬂ _ e I'he army list is divided into four sections:

af

. *"_ CHARACTERS
] Characters represent the most able, skilled and
successful individuals in your army: extraordinary
leaders such as Heroes and Wizards. These form a
vital and potent part of your forces,

CORE UNITS

Core units represent the most common warriors.
They usually form the bulk of the army and will often
bear the brunt of the fighting.

SPECIAL UNITS *
/ Special units are the best of your warriors and include
‘f: common engines of war. They are available to your
army in limited numbers.

RARE UNITS
Rare units are so called because they are scarce
compared to ordinary troops. They represent unique
units, uncommon creatures and unusual machines.




CHOOSING AN ARMY'

Both players choose armies to the same agreed points
value. Most players find that 2,000 points is about
right for a barttle that will last over an evening.
Whatever value you agree, this is the maximum
number of points you can spend on your army.
You can spend less and will probably find it is
impossible to use up every last point. Most
2,000 points armies will be something like 1,998 or
1,999 points, but they are still “2,000" points armies
for our purposes.

Once you have decided on a total points value it is
time to choose your force.

Choosing Characters

Characters are divided into two broad categories:
Lords (the most powerful characters) and Heroes (the
rest). The maximum number of characters an army
can include is shown on the chart below.

Army Max. Total Max. Max.
Points Value Characters Lords Heroes
Less than 2,000 3 0 3
2,000 or more 1 1 4
3,000 or more 6 2 &)
4,000 or more 8 3 8
Each + 1,000 +2 +1 +2

An army does not have to include the maximum
number of characters allowed, it can always include
fewer than indicated. However, an army must
always include at least one character: the
General. An army does not have to include Lords, it
can include all of its characters as Heroes if you
prefer. At the beginning of the battle, choose one of
the characters to be the General and make sure that
you let your opponent know which one it is.

For example, a 2,500 points army could include a
Warlord (Lord), a Plague Priest (Hero), a Chieftain
(Hero), and an Assassin (Hero) (ie, four characters in
total, of which one is a Lord).

Choosing Troops

Troops are divided into Core, Special and Rare units.
The number of each type of unit available depends on
the army’s points value, indicated on the chart below.

Army Core Special Rare
Points Value Units Units Units
Less than 2,000 24+ 0-3 0-1
2.000 or more 3+ 0-4 0-2
3,000 or more 4+ 0-5 0-3
4,000 or more 5+ 0-6 0-4
Each + 1,000 +1 minimum +0-1 +0-1

¥
e n
VL

pameular kln::l of' m‘ﬂL eTHIE is apﬂﬂiﬁ&d t,!cthﬁ a
entry. For examplﬁ,_ the Gmrmm:mig,_;:_ag:ntfy = i j
accompanied by a note explaining that a maxiinum E'.tf

one tnit of this kind t:aﬂ bE int:hlde{l 111 thﬂ* mﬁr

Umt Enmts i e
Each unit is represegted by an ﬁgtrywmﬁﬁﬁ_-'_':""f_':::' Hst..
The unit’s name is gWEI‘J. and an}r Iimitatmﬂs thﬁt N

apply are explained. . _;; AT .;:: *;--:; :;;5

Profiles. The LharaLtﬂmsﬂc prﬂﬁlﬁa for the. tmﬂp& m
each unit are given in zhf. unit entry. Wher& sevﬁfal
profiles are required, th&sc are also gwﬂn even ﬁ;,a& ;n*
many cases, thm:;s,r are nptmnal ;

each unit. ln [hL case of CCII'{: units this ischum;allf
10 models. In thr case nf ﬂther umts it is usuall;y lr:ss

units also have a mﬂxlmum SiZe.

Weapons and Armour. Each entry lists the' 5tandard

weapons and armour for that unit.type. The value of
these items is included in the points value. Adchtmnal 1A
or optional weapons and armour cOst'extra. :1{1{:1 art‘ i o
covered in the Options section of the unit ﬂn[r}" i

Options. Lists the different weapon, aﬂnuuf angj
equipment options for the unit and dl‘l}’_ﬂ.ddl[l()l’ld,l
points cost for taking them. It may also include the
option to upgrade a unit member into a. Champion.
While this model usually has a specific name (the
Champion of a Clanrats Slaves unit is called a
Pawleader, for example) all the rules that apply to
Champions apply to them. See the appropriate
section of the Warhammer rulebook for details
(see pages 108-109).

Special Rules. Many troops have special rules which
are fully described elsewhere in this book. These
rules are also summarised in the army list.

Dogs of War

Dogs of War are troops of other races who fight under
your flag in return for money, food, or some other
suitable reward. A selection of such regiments are
available as part of the Dogs of War range of models.
The option to include Dogs of War units is included
in the army list as part of the Rare Troops section.

Some players prefer to play without Dogs of War. If
both players prefer to field armies without Dogs of
War, they are free to agree beforehand not to employ
untrustworthy sell-swords.

Conversely, if players wish to add more colour and
variety to their armies then they may wish to employ
more of these spectacular units. 1f both players agree
beforehand, Dogs of War units can be included as
Special Unit choices as well as Rare ones.

4]



Cunning Warlords and sorcerous
Grey Seers are the most powerful
characters in the army. They make the
best Generals to lead the Skaven

horde to inevitable victory (and to
prudent retreat as well!).

The total number of Lords you can
field in your army can be found on
page 41.

% HICH RANKING

If a Skaven army includes one or more
Grey Seers and no Warlords are present,
a Grey Seer must be the General.

7K (-1 SCREAMING BELL
M WS BS 8§ T W I A Id
~ TR TSI R R A | B T

See pages 30-31 for full rules.

=1 RV o e e b i w o R i B, R

% HEROES

Skaven Heroes are everything but
heroic, but they can certainly bolster
the fighting ability of the regiments
they lead (from the back of course!).
The total number of Heroes you can

field in your army can be found on
page 41.
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Points/model: 90

Warlord 5 G 4 4 4 3 - 4 -

Weapons: Hand weapon.
Options:
« May choose a mix of magic items from the Common or Skaven

! magic items list with a maximum total value of 100 pts.

« May choose either a great weapon (+6 pts), an additional hand
weapon (+6 pts), a halberd (+6 pts), or a warplock pistol (+15 pts).

 May wear either light armour (+3 pts) or heavy armour (+6 pts),
and may also carry a shield (+3 pts).

ol :*'...SEEH'*TE’EJE?’E?E?{? panel) Points/model: 235
M WS BS e T W 1 A Ld
Grey Seer 5 3 3 3 + 3 5 1 6

Weapons: Hand weapon.
Magic: A Grey Seer is a Level 4 Wizard. He always uses Skaven magic.
He starts the game with four Warpstone tokens.
Options:
" L] L & k] H I -
» One Grey Seer in the army may ride a Screaming Bell (+200 pts).
* May choose a mix of magic items from the Common or Skaven
magic items list with a maximum total value of 100 pts,

% ngEFTAINﬁl(ﬁEE right side panel) Points/model: 45

M WS BS 5 T w | A Ld
Chieftain 5 5 q 4 A 2 O 3 §

Weapons: Hand weapon.
Options:
» May choose a mix of magic items from the Common or Skaven
magic items list with a maximum total value of 50 pts.
« May choose either a great weapon (+4 pts), an additional
hand weapon (+4 pts), or a halberd (+4 pts).

« May wear either light armour (+2 pts), or heavy armour (+4 pts),
and may also carry a shield (+2 pts).

Points/model: 70

| & PLAGUE PRIEST |
M WS BS S T W A Id
5 5 3 i 5 2 5 3 6

=

Plague Priest

Weapons: Hand weapon.
Options:
« May choose a mix of magic items from the Common or Skaven
magic items list with a maximum total value of 50 pts,
« May choose either a plague censer (+16 pts), a flail (+4 pts),
or an additional hand weapon (+4 pts).

Special Rules: Frenzy.




o TP o . . .
&4 MASTER MOULDER
M WS BS S T W I A Ld

Master Moulder 6 5 3 4 4 2 G 3 ]

Points/model: 65

| Weapons: Hand weapon.

Options:
* May choose a mix of magic items from the Common or Skaven
magic items list with a maximum total value of 50 pts.
* May choose either a whip (+06 pts), or a great weapon (+4 pts).
* May wear light armour (+2 pts).

Special Rules: Beastmaster.

Points/model: 45

‘5 WARLOCK ENGINEER
M WwWs BS s T W I A Id

Warlock Engineer 5 3 5 3 A 4 1 5

Il

Weapons: Hand weapon,
Magic: A Warlock Engineer is a Level 1 Wizard. He does not have spells.
He starts the game with one Warpstone token.

Options:
* May be equipped with all of the following: warplock pistol (+10 pts),
arp-blades (+15 pts), upgraded warp-energy condenser (+10 pts),
supercharged warp-power accumulator (+ 15 pts).
* May choose a mix of magic items from the Common or Skaven
magic items list with a maximum total value of 50 pts.

Points/model: 105

‘ M WS BS b T W I A Ld
3 8
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AssAs5in G G

. Weapons: Two hand weapons & throwing stars.

Options:
* May choose a mix of magic items from the Common or Skaven
magic items list with 2 maximum total value of 50 pts.

* May be equipped with smoke bombs (+20 pts).

Special Rules: Poisoned Attacks, Scout, Hidden, Leadership.

HEROES 4

?‘ ARMY BATTLE STANDARD
One Chieftain in the army may carry the
Battle Standard for +25 pts,

The Chieftain carrying the Battle Standard
cannot choose any extra weapons, Hor cdn
he use a shield.

If a Chieftain is carrying the Battle
Standard, be can bave any magic
hanner (no points limit), but if be
carries a magic banner be
cannot carry any other magic

gt
w2 bl o

itent. il ;;4‘ s
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. 7" CORE UNITS

44

e o T

ok qu ATS Points/model: 5

M WS BS S T W 1 A Ld

Core unils are f‘ﬂﬂﬁ{ﬁ up of the most Slanrat 5 3 3 3 3 | 4 | 5
conumon warriors in the army. _ .

; i . Clawleader 3 3 3 3 3 I . 4 5
There is a minimum number of
(;;;re units Eﬁ'ﬁi;; rr:us! be ﬁe:!c;ed, and it Size: 20+
this v ith the size of the arny . .

fifies u THE ! J Weapons and Armour: Hand weapon, light armour & shield.
(see page 41). :
Options:

There is no mmm“f” limit on the * Any unit may be equipped with spears (+ 1 pt/model).
number of C‘:"ﬂ? Hﬂir"—‘ that can be » Any unit may have one attached Weapon Team: a Warpfire Thrower
ﬂb‘fded * at +75 pts, or a Ratling Gun at a cost of +60 pts.

* lpgrade one Clanrat to a Musician for +5 pts.

Upgrade one Clanrat to a Standard Bearer for +10 pts.

I e e L

Promote one Clanrat to a Clawleader for +10 pts.

Special Rules: Mainstay unit.

ﬂ-&:{:@mVERMIN Points/model: 8
' ' M WS BS S T W 1 A ILd

Stormvermin . 4 3 3 4 1 3 |

Fangleader S g 3 3 3 1 5 2

|

| |

Unit Size: 10+
Weapons and Armour: Hand weapon, halberd & heavy armour.
Options:
« Any unit may be equipped with shields (+1 pt/model).
* Any unit may have one attached Weapon Team: a Warptire Thrower
at +75 pts, or a Ratling Gun at a cost of +060 pts.
e Upgrade one Stormvermin to a Musician for +5 pts.
+ Upgrade one Stormvermin to a Standard Bearer for +10 pts.
* A Standard Bearer may carry a Magic Standard worth up to 50 pts.
* Promote one Stormvermin to a Fangleader for +10 pts.

*"'"'.-' g _._ ., - .' . . . : | 7 o
{ 01 RAT SWARM = 'Points/base: 45
M WS BS S T W 1 A ILd
Rat Swarms O 3 (0 2 2 S 1 5 10

Unit Size: 1-5 bases.
Weapons and Armour: None,

Special Rules: Swarm, Expendable, Skirmishers, Small.

PLAGUE RATS
At the cost of +20 pts per base, the Rat Swarm can be upgraded to
a swarm of Clan Pestilens Plague Rats.

Plague Rats have Poisoned Attacks.
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4 The number of Giant Rat uniis
in an army must always be equal
§  FPackmaster 6 3 3 3 3 S L5 to or less than the number of

Clanrats units in the army.

e
e
e
'

Unit Size: A unit of Giant Rats is made of one or more packs (a pack

consists of 6 Giant Rats and 1 Packmaster). You can buy as many packs as K The number ”fﬁrmht Runner
e ) £ .

vou wish and add them together to form a unit, e
units in an army must always be

equal to or less than the number of
Clanrats units in the army.

Weapons and Armour: Giant Rats have none, Packmasters have
light armour, hand weapon & whip.

special Rules: Mixed Units, Loss of Packmasters.
X 1he number of Clanrat Slave

e S e W units in an army must always be
NK‘;HT RUNNERS . Points/model: 5 equal to or less than the ﬂumber of

Clanrats units & the arm_'y ?.;-
= M WS BS S T W 1 A ILd

Night Runner 6 3 . ) 5 ] 5 ] O 0 The ﬂu?ﬂh. Qf P{}zg 1 E‘d W"{Jd
Nightleader 6 3 3 3 3 ! 2 6 8 in an armyy |

|

Unit Size: 5-20
Weapons and Armour: Hand weapon.
Options:
* Any unit may be equipped with an additional hand weapon
(+2 pts/model).
* Any unit may be equipped with slings (+4 pts/model)
and/or throwing stars (+2 pts/model).
« Promote one Night Runner to a Nightleader for +10 pts.

Special Rules: Skirmishers.

Points/model: 2

T
Clanrat Slave 5 2 2 3 3 I 4 1 2
Pawleader 3 2 2 3 %

Unit Size: 20+,
Weapons and Armour: Hand weapon,
Options:
« Any unit may be equipped with shields (+1 pt/model).
* Any unit may be equipped with either spears (+ 1 pt/model)
or slings (+2 pts/model).
« Upgrade one Clanrat Slave to a Musician for +4 pts.
« Promote one Clanrat Slave to a Pawleader for +8 pts.

Special Rules: Expendable.

gLt !

v : s : _. A
}‘ JISUL E{J WWH*&LOHADIERS Points/model: 10 |

‘ M WS BS S T W 1 A 1d '

1 Globadiers 5 3 3 3 3 1 4 1 5

Unit Size: 2-10

Weapons and Armour: Hand weapon & poisoned wind globes.

Special Rules: Skirmishers, Poisoned Wind Globes.
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SPECIAL

UNITS

Special units are bighly specialised
Skaven troops. There is a maximum
number of Special units that can be

fielded, and this varies with the size

of the army (see page 41).

I& The number of Gutter Runner
units (including Tunnelling Teams)
in an army must always be equal
to or less than the number of
Clanrats units in the army.

? The number of Warplock Jezzail
units in an army must always be
equal to or less than the number of
Clanrats units in the army.

3

Gutter Runner 6 4

Black Skaven '} 4

Unit Size: 5-15

Weapons and Armour: Two hand weapons.

Options:

w."

Points/model: 12

I A
5 I
5 2

« Any unit may be equipped with slings (+5 pts/model)

and/or throwing stars (+3 pts/model).

Ld

-]

« Any unit may choose to poison their hand weapons (+2 pts/model)

and/or throwing stars (+1 pt/model), giving that unit Poisoned Attacks

with those weapons.

* Promote one Gutter Runner to a Black Skaven for +12 pts.

Special Rules: Skirmisbers, Scouts.

GUTTER RUNNER TUNNELLING TEAMS

At the cost of +3 pts per model, units of Gutter Runners can be

upgraded to Tunnelling Teams (unit size: 3-10).

Tunnelling Teams use the Tunnelling rules (see page 19).

AL ey

M WS

Jezzail 5 3

Unit Size: 5-10)

BS
3

_ WARPLOCK JEZZAILS'

S

I-I-‘I
3

W
1

Points/model: 20

I A 1d
4 7. 5

Weapons and Armour: Hand weapon, jezzail & pavise.

Special Rules: Skirmishers, Jezzails, Pavise, Cavalry base, Reliable.




M‘PLAGFUE MONKSZ | Points/model: 6 SPE CI AL ;

: M WS BS S T W | A Ld
‘ Plague Monk S 3 A 3 | 1 3 1 5 l lNI I S

Plague Deacon 5 3 A 5 4 1 L, 2 5

Z The number of Plague Monk
Unit Size: 10+ units in an army must always be
Weapons and Armour: Hand weapon. E‘f_iruﬁf to or less than the number ”_'f
Options: Clanrats units in the army.

* Any unit may be equipped with additional hand weapon

(+2 pts/model). 0 The number of Rat Ogre units in

* Upgrade one Monk to a Musician for +5 pts. an army must always be equal to
* Upgrade one Monk to a Standard Bearer for + 10 pts. or less than the nwmber {#E'{Hfifﬂfs
* (One unit in the army may carry a Magic Standard worth up to 50 pts. units in the army.

Promote one Monk to a Deacon for + 10 pts,

Special Rules: Frenzy.

'---: 3 H.RAT 6G'RE5*- ' | | Points/pack: 50 :L

M WS BS S T W I A Ld

Rat {.ngﬁu O 3 (0 3 1 3 3 3 5 {' :
Packmaster 6 3 3 3 3 1 4 I 5

Unit Size: A unit of Rat Ogres is made of one or more packs (a pack
consists of one Rat Ogre and one Packmaster). You can buy as many
packs as you wish and add them together to form the unit.

Weapons and Armour: Rat Ogres have none. Packmasters have
light armour, hand weapon & whip.

Special Rules: Fear, Mixed Unit, Loss of Packmasters.
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,“ | Li piAGUE 'CEN-SEEBEARERS? Points/model: 17
ﬁ_ RARE UNITS { e M W"i ;]5 by T. W I A Ld
Censer Bearer 5 3 3 3 1 | 3 ] 5

The maximum number of Rare unils
| that can be fielded varies with the

size of the army (see page 41).
' Weapons and Armour: Plague Censers.

\ Unit Size: 5-10

% You can field one Censer Bearer Special Rules: Skirmisbers, Frenzy, Hatred, Disciples.
unit for every Plague Monk unit in
the arniy.

_;ﬂﬁmher of Warp-lightning

Onsgmsemgrny must always be

10 or less thal'wlg g number of
sits by tbe ar R

i

Cannon 5 - - - 4 4 1 -

Unit Size: |

Special Rules: See pages 28-29.

LLRE.

- HDOGSOF WAR i > Eﬁ’i.ntsfmndef: Variable °

Dogs of War are mercenary units which you can bire to
supplement your army. You may choose a unit of Dogs of War
as a Skaven Rdare unit.

r &

......
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'PAINTING A SKAVEN ARMY

Grey Seer Thanguol's Verminborde.

A fully painted Skaven army arrayed for battle is an
awesome sight. For many, seeing a force like this is the
inspiration that sparks the desire to build an army of their

, own. At first, it can seem like a daunting task to paint an

entire army, but don’t worry, you'd be surprised at how
quickly it will come together. Make no mistake, an army
doesn't appear overnight, and building it does require
some patience. However, the reward gained from owning
a beautifully painted horde makes all the effort more than
worthwhile.

If you are new to the Warhammer hobby, don’t worry too
much about the quality of your painting. Many of the
figures shown on the following pages have been painted
by the highly talented 'Eavy Metal team, who spend every
day of the week painting figures. They achieve standards
that most of us can only dream about matching. Whilst
few of us will ever own a force painted to such a high
standard, this doesn’t mean we can’'t aim towards
improving our technique. Who knows, with time and
patience, one day you might even be the proud owner of
a legendary Golden Demon painting award.

In this section of the book we will show you a variety of
easy to learn techniques and provide tips to help you
paint your figures. Once you have mastered some of

these, you will have the skills necessary to invent your
own painting and modelling methods and will have
picked the colours for your own truly unique army.

Remember that there is no right or wrong way to paint
vour army. Time and patience are the key elements to
increasing a small Skaven swarm into a sizeable force.
Hopefully the models on the following pages will inspire
you to create your own unique army. Try experimenting
with different techniques until you find one that suits you.
If having your models ready to play with quickly is
particularly important to you, choose techniques which
enable yo to paint quickly. On the other hand, you might
like to choose a slower, more detailed method if you want
an army that will really stand out as a finely painted force.

On the following pages, you will find models and
examples that will act as a guide to collecting and painting
your own Skaven army. Always remember that the most
important aspect of painting is that it should be fun.

Our website (www.games-workshop.com) has plenty of

painting and modelling ideas. On there you can also find

a hobby guide filled with helpful tips on a variety . of

painting techniques.
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PAINTING SKAVEN

Skaven are a furry lot! Once you have mastered a few simple techniques to paint
the fur of your Skaven models, you will be able to quickly build a force that is ready
for battle.

Before painting your models, it is worthwhile considering
how you would like the army to look once it is complete.

The fur of your Skaven is an important part of the models. It
is a good idea to think about what tone of brown you want
to paint the fur of your models, such as a dark brown or a
mid-tone, as this will affect the overall look of your force.
An army that is unified by a simple colour scheme looks
particularly impressive when arrayed on the battlefield.

Undercoating your models with Chaos Black is a good idea,
as Skaven tend to be fairly dark, and this gives a good base
to work up from.

The Skaven are an evil race that live in tunnels beneath’ the
surface of the world. For the clothing and armour of your
Skaven, dark colours work particularly well. Colours such as
black, dark blues, greens and reds are particularly suitable.

After painting your models, the final stage is to base them. O Bleached Bone '. Bestial Brown
Whatever method you choose to decorate your bases, it . _ ;
looks best if you use the same method across the entire army SsoR Tk
as this will give the whole force a unified appearance.

. Scorched Brown . Snakebite Leather

The Clanrats of our Studio
army, Grey Seer Thanquol's
Verminhorde, have been
painted a mid-tone brown
using Bestial Brown, with
slight variations in the tone of
the fur to give them a rag-tag
appearance without losing
uniformity. Dark Angels Green
was chosen for the clothes of
the unit, a unifving colour that
carries across the force. This
colour, combined with using
similar detailing on shields
and bases, makes the army
look like a cohesive force
when it is deployed on the
battlefield.

Skaven banners and shields can be as
simple or as elaborate as you like.
Painting the wood of vour shields
brown and attaching an icon painted
a rusty, metallic colour is a quick and
easy way of making a striking shield.

; h? . | AN, - e,
Using similar designs or colour _ 0 @ P{]‘iﬁt
; ; . - ol RELER | T

schemes across all of your regiments : | wfiiite

is a good way to unify your Skaven
force. You might like to make the
banners and shields of yvour elite
regiments and characters more
intricate than those of your regular
troops to make them stand out,

S0




ASSEMBLING REGIMENTS

Before painting your Skaven regiments, it is worthwhile thinking about how the
individual models will fit together within the unit.

Models that ‘rank up' look much more like a coherent regiment when arrayed for battle. Try
assembling your models one rank at a time, starting from the front. You might also like to stand the
models loosely on their bases before gluing them to see how they fit together. One way of making
sure they line up neatly into ranks is to glue them to regimental bases, which hold four models.

Units armed with spears look
best if the models in the front
rank have their weapons
lowered, while those in the
rear ranks are angled up or
held vertically. Take care to
ensure that the tails of the
Skaven models allow a rank to
be positioned behind them.
You might find it easiest to
glue the tails to your models
once the entire unit has been
assembled.

TECHNIQUES FOR PAINTING FUR

As most Skaven models are covered in fur, it is important to learn how to paint this.
Drybrushing and ink washing are simple techniques which, with practice, will
enable you to paint the bulk of your force quickly and effectively.

To drybrush, dip your brush
in a lighter colour than the
one you chose for the base
coat. Next, wipe most of the
paint off the brush onto a
paper towel, then drag your
brush lightly over the model.
A small amount of paint will
adhere to the raised areas,
picking out the texture and
creating highlights.

Chaos Black undercocal
drybrushed with
Besticl Broum.

Chaos Black undercodt with
hase coat of Bestial Brown
aricd a Brown Ink wash.

Ink washing is another
technique for quickly painting
the fur of vour Skaven. First
paint the base coat in your
desired colour. When this is
dry, paint a darker tone of
Citadel ink or watered-down
Citadel paint over the base
colour of the model. The ink
wash settles in the crevices

and recesses of the maodel,
and when dry provides
shading.

The techniques of drybrushing and ink washing can be combined to bring out the detail of the fur even more. After giving your
model its base coat, apply an ink wash over the model to provide shading. When this is completely dry, lightly drybrush the

model with your chosen colour.

‘.'- ..-- !

Brownn Ink over

Scorched Broumn
drybrushed over drybrushed with Bestial Broaon, drybrushed over
Chaos Black. Bubonic Brown. drybrushed with Chaos Black.

Bestial Broumn

Snakebite Leather.

Vermin Browumnm

Bubonic Brown
drybrushed over
Chaos Black with
Browmn Ink wash.

Flesh Wash over
Skull White
nndercoat.

Sl



PAINTING A SKAVEN ARMY by Phil Kelly

Using some of the techniques illustrated earlier in this section and his own style,
Phil shows here how he painted the core troops for his own Skaven army and how
he made them look unified on the battlefield.

&

>

+ AR
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Phil Kelly is a member of
Games Developement, and
bas been playing Skaven
since he first joined
Games Workshop, leading
bis army to many successful
victories.

As my army is predominantly
Clan Skryre 1 decided on an
overall colour scheme of dark
red, black and brown. To
achieve this. (1) 1 undercoated
the Clanrats in Chaos Black. 1
then drybrushed their fur with
Vermin Brown, followed by a
little Snakebite Leather. (2) 1
then added highlights of
Vomit Brown to the hands,
faces, tails and feet, and
painted the cloth and armour
in Scab Red. (3) 1 highlighted
the red areas with Red Gore,
painted the blades in
Chainmail and added further
highlights to the faces and
leather straps with a 50/50 mix
of Vomit Brown and Skull
White. The teeth and eyes
were picked out with Skull
White, and the studs in the
armour with Chaos Black, (4)
Finally, I added Chainmail to
the studs and added some
Black Wash to the metal areas
hefore basing the models and
adding shields.

Greyseer Finkel leads bis army into battle, riding atop a Screaming Bell
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SKAVEN REGIMENTS

When painting a Skaven army it is worthwhile thinking of how it looks in terms of
entire regiments rather than individual models. The colour scheme you choose will
dictate how your army will look on the battlefield.

Clanrats

This Clanrat regiment from Thanguol’s Verminhorde shows that, by using the techniques described on the previous pages, you can
achieve a very impressive result.

To make a unit of

Clanrat  Slaves, use
the Skaven Clanrats
Regiment set. If you
have two regiment sets,
vou can split the pieces
up to make a unit of
Clanrats and a unit of
Slaves. As Clanrat Slaves
are poorly equipped
compared to other
skaven, vou can show
this by using the less
armoured bodies and
heads from the
Regiment frame for the
Slaves, saving the other
pieces for vour Clanrats.
If you want to give
shields to vour Slaves,
vou might like to leave
them plain, not
attaching any icon to
them, to emphasise the
Slaves being of low
standing, and only given
the worst battlegear.

Clanrat Slaves

Metallic paints were kept to a minimum on this unit, as the Slaves would not have much access to such
materials. Armour and wristbands were painted brown to appear like leather. The metal that the Slaves do
have, such as their weapons, has been painted to appear rusty and old, which you can achieve by applying
Brown Ink washes over the metallic colour. Their fur is painted a lighter shade than the Clanrats to further
emphasise their low status.
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STORMVERMIN

Stormvermin are the most powerful Skaven within each Warlord Clan. They are the
elite infantry of the Skaven, and stand out from the rest because of the amount of

armour they are wearing.

o

The darker  the
fur of the Skaven,
the more ferocious
and powerful the
individual. As such,
we painted the fur of
our Stormvermin
black, which also
makes them stand

Stormuvermin :
out from the brown
furred ranks of
The armour on these Stormvermin was painted Boltgun Metal and then either a Green Ink wash or Skaven in the rest of
Brown Ink wash applied, once this was dry we finished by lightly drybrushing with Mithril Silver. the army.

Skaven Battle
Standard Bearer

4




CLAN ESHIN

The ranks of Clan Eshin are filled with murderous Skaven trained to strike from
the shadows. To emphasise this you might like to paint the cloaks and clothing of
your Clan Eshin troops in dark colours, such as Chaos Black or Scorched Brown.
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Night Runners

Instead of highlighting all the black areas of our models with grey, we mixed greens and browns into some of our highlights to provide
some variation of tone. Be careful when you are highlighting black to keep the highlights fairly subtle, so that the overall effect doesn’t
finish up looking grey.
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Clan Eshin Asscssin

The blades .of this
Assassin were painted
with several watered-
down layers of green
paint. When dry, this
gives the blades a green
tinge to represent the
poison spread over
the weapons.

CGutter Runners




CLAN MOULDER

Clan Moulder breeds all manner of mutants to unleash upon its enemies. These
models can be painted quickly and effectively with some simple techniques and
provide some variation from your other units of Skaven.

Packmaster

Packmasters and Rat Ogres

Rat Ogres are towering beasts of tremendous power. We have painted the Rat Ogres a mix of Scorched Brown and Snakebite Leather,
and then highlighted them with Snakebite Leather and Bleached Bone, The green clothing of the Rat Ogres and the Packmasters tics

the unit to the rest of the army.

Giant Rats and Ral Swarms

Rat Swarms and Giant Rats are quick to paint using drybrushing and ink washing techniques. Why not use some different shades of
hrown for the base colour of the fur to provide some variation amongst the hordes of vermin!
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CLAN PESTILENS

Clan Pestilens Skaven are the masters of plague and corruption. To represent this

on your models, you might like to paint Clan Pestilens models to look diseased,
~with dirty, stained robes and sickly colours.

The banner of the Plague
Monks was made out of paper
cut to make it look ragged and

your own, or use a photocopy
of one of the banners printed
at the back of this book.

torn. You can make a design of

Plague Monks

The robes of the Plague Monks and Plague Censer Bearers have been pai nted to make them appear
stained and dirty, After the robes were painted, watered down Scorched Brown and Chaos Black

were painted along the bottom of the robes. Small areas of dirt and blood were added to the robes

in patches, painted on with Scorched Brown and Scab Red.
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Plague Rats
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CLAN SKRYRE

The destructive war machines created by the Warlocks of Clan Skryre provide
colour and variation to your army. These weird, arcane contraptions are often

made of bronze, brass or copper.

Warpfire Thrower and Ratling Gun

We chose to paint all of the models from Clan Skryre with a red colour scheme. However, by using the same basing techniques and
elements of green as the rest of the horde, these models still look like part of the whole army.




The metal areas of the Warp-
lightning Cannon can be
simply painted by dryvbrushing
metallic paints  over a
Chaos Black undercoat. We
chose to use copper and
bronze colours to make the
wWeapon appear more arcane
and ancient. You might like to
paint the metal corroded and
rusty, which can be achieved
by painting watered down
Brown Ink and Black Ink over
the metal areas.

Warp-lightning Cannon

PAINTING WARPSTONE

Skaven society revolves around the powerful and dangerous warpstone.
To paint warpstone, first undercoat your model with Chaos Black.
Concentrating on the edges of the shards of warpstone, begin to build
up vour highlights, starting with a dark green colour, With each
successive highlight, make the paint a little lighter by adding more Skull
White. The final highlight should be almost pure white; and apply it
only to the very edge of the shard. Once this is dry, apply a few washes
of Yellow Ink and Green Ink over the whole stone, to make it appear
almost luminous and shiny. Alternatively, start by painting the
warpstone Sunburst Yellow and once this is dry apply a Green Ink wash.
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Poisoned Wind Globadiers and a Warlock Engineer
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Behold the mighty Verminhorde of Grey Seer Thanquol in all its furry glory! This picture shows how an
army painted by using the techniques illustrated on the previous pages can look splendid on the battletield.

¢




L}
4

-/ | . | -.
S Skaven do not build (above the ground, anyway!). They raze the settlements of

S e L e

7 k.

E other races and then infest their ruins. Creating some specially themed terrain for
= vour Skaven army to fight over makes a perfect
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We asked Mark Jones, one of our resident scenery masters, to tell us the idea behind these evocative terrain pieces: “l decided 1o go
with a look that suggested the outskirts of an abandoned Empire town. Placing the buildings at the edge of an estuary also gave us
the chance to add a mult-level aspect to the table without much effort. The main building is an old water mill which has been taken
over by the Skaven, no doubt with a network of tunnels running under it: The colours have all been kept quite drab to keep with the
feel of the army, with lots of washes and paint chips to add to the weather-beaten feel. To reinforce the look of Skaven infestation,
straw nesting material was placed on the buildings and around their bases. This is quickly and easily made by cutting bristles from a

é vard brush and mixing them with PVA glue. These were then placed in clumps and left to dry”
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GREY SEERS AND SCREAMING BELLS

The Grey Seers are the prophets of the Horned Rat, so play an important role
within the Skaven horde. These mighty sorcerers and the Screaming Bell that they
ride into battle, are focal points of your army, so it is worthwhile spending some

extra time when painting them.

Grey Seer Thangquol Boneripper
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Screaming Bell with Grey Seer.
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Though a short-lived race, some Skaven have had their
existence unnaturally extended by the mutating effects
of warpstone. Outliving their bretbren by countless
generations, these Skaven bave proved themselves to be
particularly dangerous, insidious and conniving 1o
bave survived for so long in Skaven society; admirable
qualities for the Skaven.

This page details some of the most infamous and feared
Skaven individuals lurking within the eternal darkness
of the underworld. Hopefully they will inspire you to
create chardacters of your own for use in your own
games. Any characters of your oun devising should be
discussed with your opponent before the battle.

On the following pages two of Skavenblight's most
dangerous personalities are detailed - the evil
mastermind Grey Seer Thanguol and Throt the Unclean
of Clan Moulder. These characters may be included in
your army without your opponent's consent.

IKIT CLAW,

CHIEF WARLOCK OF CLAN SKRYRE

[kit Claw is the Chief Warlock of Clan Skryre, second
within the clan only to the venerable Lord Morskittar
himself. His skills at moulding tech-science and sorcery
are unparalleled within all of Clan Skryre, his insanely
brilliant mind constantly coming up with new and
bizarre weapons of destruction. Ikit Claw has had much
of his body enhanced with warpstone-powered
mechanics of his own design, including a powerful claw
incorporating a potent warpfire projector. The Chief
Warlock has been enjoying his position of pre-eminence
within Clan Skryre, which continues to grow in power.
His most recent creation is the warp-lightning cannon, a
potent weapon that focuses the power of a powerful
chunk of warpstone into a devastating bolt of corrupting
energy.

DEATHMASTER SNIKCH,
CHIEF ASSASSIN OF CLAN ESHIN

Deathmaster Snikch is the infamous Chief Assassin of
Clan Eshin and right hand of his master, the dread
Nightlord. He is the most feared and successful Skaven
assassin of all time. The mere mention of the
Deathmaster causes the musky smell of fear to rise from
the Skaven masses, for no one is safe from his reach, no
matter where they are or how well protected. His
shadowy presence is often felt, though almost never
seen, and the number of Clan Warlords who have fallen
beneath his weeping blades are countless. Innumerable
assassinations all across the Old World and beyond have
been attributed to him. In recent years, the mysterious
slaving of the Dwarf Lord Dolthorden, found locked
within his chamber with his throat slit, despite his near-
impenetrable stronghold teeming with his bodyguard of
Hammerers, was said to have been the work of the

Deathmaster. An almost supernatural figure,

Snikch strikes from the darkness before disappearing
once more, his victims the only evidence of his passing.

LORD SKROLK,
PLAGUELORD OF CLAN PESTILENS

Lord Skrolk is a favoured devotee of the Horned Rat and
the prime agent of the Arch-Plaguelord of Clan Pestilens.
Corrupted and bloated, Lord Skrolk’s flesh hangs in
rotting tatters over his bones, and his eyes are oozing,
empty sockets. His putrescent body is so vilely potent
that only his brother Plague Monks can approach him in
relative safety. His knowledge of the virulent diseases of
Clan Pestilens is beyond compare, and he has unleashed
many noisome plagues across the known world,
ravaging civilisations and wiping out entire settlements.

WARLORD QUEEK HEAD-TAKER

Queck Head-Taker is the personal champion of the ruler
of Clan Mors, the most powerful of the rising Warlord
Clans. Supremely confident of his own considerable
abilities, and brave beyond any Skaven measure,

Queek goes out of his way to find worthy
opponents to challenge in hand-to-hand
combat. He wears a trophy rack displaying
the remains of some of his most worthy
foes, including the skull of Dwarf Lord
Krug Ironhand of Karak Drazh and the
bones of Goblin Warboss Drokskar.
He has been the target of countless
assassination attempts by rival
Warlords and  jealous
members of his own
Clan, but Queek seems .0
to have an uncanny
ability to survive these
encounters and exact
his brutal revenge.

L =
oy
g
i
o
I

e 3
.

=

L U
‘..‘i..._ ..
e ..
i-|-.
|

T
)



66

Thanguol is an extremely dangerous Grey Seer who,
employing the most devious tactics in true Skaven
fashion, bas quickly risen through the ranks of
his order. His ruthlessness and cunning are
only matched by bis paranoia, characteristics that
are very useful for a successful career among Skaven.
His abilities bave won bim the favour of some of the
Lords of Decay, as well as the enmity of others, and
Thanquol bas become one of the favourite agents of
the Council of Thirteen. Of course, the ambitious
Grey Seer tends to use this influence to improve bis
own standing and to enforce bis own secret ploys,
manipulating and ‘misunderstanding’ the orders
of the Council when he can exploit the situation
in his favour.

Thanquol’s main field of expertise is humans, which,
of all the races in the Old World, be finds most
interesting and easiest to corrupt. His schemes and
the full-scale assaults be has led against the nations
of the Old World bave caused much death and
destruction, but recently his plots seem to fail with
an alarming regularity. The reason for this, apart
from Skaven treachery of course, bas a name -
Gotrek Gurnisson.

The mighty Dwarf Slayer and bis human companion
Felix Jaeger bave repeatedly found themselves in the
way of the Grey Seer’s plans. Up to now they have
managed 1o ruin bhis schemes and lived to tell the
tale. The irritating way in which these two
adventurers have escaped death at the bands of
Thanquol's minions again and again is beginning to
have a detrimental effect on the nerves of the Grey
Seer, but Thanqguol does not desist. Surely a wizard of
bis superior intellect will eventually prevail on such
lowly opponents, and then be will march unopposed
to ultimate power!

Recently, as a gesture of reconciliation for past
discrepancies, important members of Clan Skryre
bhave given a very special gift to Thanquol. The
Warlock Engineers bired Clan FEshin adepts lo
retrieve the remains of Boneripper, Thanqguol's first
Rat Ogre bodyguard, from a museum in Nuln. They
repaired the damage done to the creature’s bones by
Gotrek Gurnisson's rune-axe and used them as
the frame for a powerful mechanical construct.
Animated by Clan Skryre's dark sorcery, Boneripper
bas been reborn as a mindless, warpstone-powered
killing machine, ready to obey Thanguol’s orders.

M WS BS S T W | A Id
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Grey Seer Thanqguol will always be accompanied by bis
reanimated guardian, Boneripper, and both can be
taken as a single Lord choice, but will use up one of
your Hero choices as well These special characters
must be fielded exactly as presented bere and no extra
equipment or mdgic items can be bought for them
except where noted below.

Cost: 560 points for both Thanquol and Boneripper.
Weapons: Sword,
Armour: None,

Mount: At an additional cost of +200 points, Thanquol
can ride a Screaming Bell.

SPECIAL RULES

Blessed by the Horned Rat

Thanquol seems to enjoy the favour of the Horned One,
always escaping death in the direst situations. To
simulate this he has a Ward save of 44. In addition,
when Thanquol is inside a unit, for every wound saved
by his Ward save, on¢ Skaven in base contact with the
Greyv Seer (Skaven plaver’s choice) will be wounded in
his place. Resolve the effects of the wound as normal
against the unfortunate Skaven, including normal
armour saves, etc.

Warpstone Addiction

Thanquol is an extremely addicted warpstone user, but
this problem also has a positive side in that he is now
able to consume huge quantities of the dangerous
substance without suffering its harmful effects. When
Thanquol rolls a 1 to cast a spell with any Power dice
generated by a Warpstone Token, he can re-roll the dice,
but the second result stands.

Arch-rivals

Thanquol bates and fears Gotrek Gurnisson and Felix
Jaeger (for rules on these characters refer to the Games
Workshop website or the Warhammer Annual 2002).

MAGIC ITEMS

Staff of the Horned One

Thanqguol's staff marks him out as one who speaks for
the Horned Rat and also gives him one extra spell.
Therefore the Grey Seer knows five out of the six Skaven
spells.

Amulet of the Horned One

The pure warpstone talisman worn by Thanquol is a
powerful defensive item as well as a badge of office. At
the beginning of each of his turns, the playver controlling
Thanquol must roll a dice. On a 1 nothing happens, on
a 2-6 Thanquol recovers one of the Wounds he has
previously lost during the game.

Warpstone Tokens
Thanguol has a total of 13 Warpstone Tokens (note that
this includes the four he gets normally).

.
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BONERIPPER
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Weapons: Razor sharp talons.

Armour: Boneripper has an armour save of 4+.

SPECIAL RULES

Automaton

Boneripper is Unbreakable and immune to the effects of

poison.

Fear
Boneripper causes fear.

Warpfire Thrower

A small version of the dreaded warpfire thrower has
been built in place of one of Boneripper’s arms. This is
treated as a breath weapon in all respects. When firing,
place the flame template with its narrow end in contact
with the weapon’s muzzle. Models hit by the template
suffer a Strength 4 hit. Units suffering any casualties must
take a Panic test.

Pawn
Boneripper must be deployed within 6" of Thanquol
at the beginning of the game. After that,
Boneripper is free to move independently
(in reality he is telepathically
controlled by Thanquol) and will
count as a separate unit of a
single Rat Ogre for the rest
of the game (he is worth 75
Victory points).
Boneripper can never
join units. If
Thanqguol is
killed or flees
off the table,

Boneripper il
switches off R
and is
immediately :

removed from
the table,
counting as a
casualty. At the
beginning of each of his
turns in which the Skaven

player wants to do anything

with Boneripper (move,

shoot, fight in close combat)

the player must roll a D6 to
activate the automaton. On a

roll of 2-6 everything is well and
Boneripper acts as normal. On
the roll of a 1, Boneripper
suffers a malfunction - roll
another dice and refer to the
Malfunction chart above to find
out what’s gone wrong.

! " BONERIPPER RUNS AMOK!

T DG Result

1-3 Boneripper does nothing this turn and is bil
automatically if engaged in close combat.
The opponent can control Boneripper in bis
next turn, exactly as if it was one of bis
models. At the beginning of the next Skaven
turn, control reverts to the Skaven player. f

4-6 Boneripper does nothing this turn and is bit
automatically if engaged in close combal.

Safety Valve

Before giving Boneripper to Thanquol as a gift, the
Warlock Engineers made sure that their creation couldn’t
be turned against them in the future. Boneripper cannot
charge/overrun if the charge/overrun would take him
into base contact with a Skaven belonging to
Clan Skryre. He can never pursue a unit containing one
or more members of Clan Skryre. He can never direct
any of his close combat attacks against members of
Clan Skryre. Also, the template of his warpfire thrower
cannot be placed so that it could hit a member of
Clan Skryre.
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The twisted and. corpulent Throt !be'[fﬂcfeﬁfp-'f& one
of the most powerful and influential members of
Clan Moulder. As a result of bis excessive contact
with the pure warpstone be uses in bis mad
experiments, Throt bas mutated over the years, in
mind as well as body. Great spines of bone bave
sprouted from bis back and unnatural warpstone-
fuelled energy courses through bis veins, suffusing
his three arms with power. So great is bis strength
that be is capable of pinning the strongest Rat Ogre
to the ground by the neck using his wickedly spiked
creature-killer. This unnatural energy ravages
his system, bowever, and he requires constant
sustenance to keep the energy from consuming him.
Maddening bunger ceaselessly torments him and be
carries pouches stuffed with all manner of vile
credatures be uses as foodstuffs. His left eye, torn from
its socket in a struggle against a rival Packmaster,
bas been replaced with a shard of warpstone crudely
bammered into place, feeding its twisting power
directly into bis fevered brain.

Throt is one of the oldest living Skaven within
Clan Moulder, second only to the Clan’s mysterious
Lord of Decay. His lifespan bas been extended far
beyond its natural course by the manipulating
effects ' of warpstone. Much of Clan Moulder is
connected through the bloodline of Throt, for be has
spawned literally bundreds of offspring, and they in
turn bave birthed countless litters. The ranks of Clan
Moulder include so many generations of Throt's
offspring that be bhas become something of

a patriarch amongst the wealthy clan.
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Of course, as is the Skaven wayy this bloodline
conveys no bint of loyalty from his underlings, and
be bas slain countless numbers of bis brood for
plotting against bim or for posing a threat to bis
position. His power within the clan bas often been
undermined by his wary superiors sabotdaging bis
experiments and scheming against bim.

Utterly consumed with bis disturbing research, Throt
bas long since lost whatever bint of sanity be once
bad. His waking bours are filled with bis twisted
studies, and the depths of bis domain echo with the
cacophony of tortured cries from the living
abominations dwelling there, the borrid results of
his unnatural experiments. Cross-breeding all
manner of creatures and utilising the mutating
effects of warpstone, Throt is ever seeking lo create
niore destructive creatures to set on bhis enemies and
trade with other clans. In his sleep, bis corrupted
mind is filled with demented dreams, bis mind
plunging ever deeper within his insane delirium.

Having spent some time in the far distant land
of Lustria, Throt bas formed a tense agreement with
the Skaven of Clan Pestilens. Incorporating the
Plague Monks’ knowledge of disease and corruption
into his own disturbed creations, Throt bhas credted
a mutated form of rat carrying a fast-acting, lethal
contagion which be bas begun to breed within the
Skaven underworld. It is rumoured that Throt
himself bas contracted this disease, but that his
warpstone-enhanced constitution bas thus far kept il

[from overcoming bim. Throt's latest obsession is bis

most ambitious project yet, inspired by witnessing
some of the immense creatures dwelling within the
tropical jungles of Lustria. His fevered, insanely
brilliant mind is now consumed with creating a
monstrous rat-creature, mutated out of all
proportion so that it will tower over even
the largest of Rat Ogres.

TN S—
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Throt is one of the most powerful Master Mutators
within Clan Moulder. He can be taken as one of your

Lord choices. In addition, he also uses up a Hero choice.

He must be used exactly as presented bhere and may not

be given any additional equipment or magic items.

Cost: 285 points.

Weapons: Throt wields his Creature-killer, a whip and a

hand weapon.

MAGIC ITEMS

Creature-killer

The Creature-killer is a special implement designed by

Throt himself which he uses to capture and kill all
manner of foul creatures to be used in his twisted
experiments.

The Creature-killer gives Throt the Killing Blow special
ability, as detailed on page 112 of the
Warhammer rulebook. However, this
magical weapon may also be used to
deliver a Killing Blow to creatures the
size of an Ogre, such as Minotaurs,
Trolls and Kroxigors. It may not be
used on monsters larger than Ogres,
such as Dragons, or against Swarms.
The Creature-killer requires two hands
to use, but as Throt has three hands, he
may still use the weapon and his hand
weapon or whip to gain one extra Attack.
This gives him four Attacks with the
Creature-killer and one normal Artack
which does not have the Killing Blow
ability.

Warpstone Charm
This item allows Throt to re-roll any
single dice roll once during the game.

F

SPECIAL RULES

Master Controller

Throt holds his position of authority
within Clan Moulder through a mixture of
fear, respect and brute strength. Skaven
cringe under his crazed gaze, and fear the
touch of his accursed whip.

Any Clan Moulder unit within 6" of Throt may re-roll any
failed Psychology test. In addition to this, if Throt is
not your army’s General, any Clan Moulder unit
(Rat Ogres and Giant Rats) within 6" of him may use his
Leadership for any Leadership test they take.

Dominator
The whip of Throt the Unclean is rightly feared amongst
his clan, and his skill with it is unparalleled.

When Throt is in the rear ranks of a unit of Giant Rats or
Rat Ogres, he can make four Strength 4 Attacks with his
whip instead of the one normal Strength 5 Attack. Note
that attacks with the whip do NOT benefit from the
Killing Blow ability.

',:'- i# | if

Ravening Hunger
Throt is consumed with constant hunger
and if he does not feed frequently, his
overactive system will run rampant through him, eating
him away from within.

Throt and any unit he has joined may never pursue a
fleeing enemy they have broken in combat, as Throt
stops to feed on the corpses of the fallen.

Warpstone-Fuelled Constitution

Throt has conducted a number of experiments on his
own body, resulting in his heightened strength and
recuperative abilities.

Throt can Regenerate, as described on page 113 of the
farhammer rulebook.




t the head of bis Stormvermin bodyguard, Grey Seer

Argueek proudly contemplated the vast arnmy be had
at his command. It seemed that even the gigantic cavern in
which the battle was about to take place could bardly
contain all the Skaven assembled there.

Advancing as a living tide of mangy fur, the Skaven borde
was rapidly closing the distance separating it from ithe
disciplined ranks of the enemy: the bated Dwarf-things.
Al the front of the Skaven line the Grey Seer noticed crazed
Plague Monks of Clan Pestilens breaking into a run.
Foaming at the mouth, the deranged beralds of pestilence
charged towards the enemy too soon, showing no respect
for the clever battle plan that the Grey Seer bhad devised.
“Fools!" thought Arqueek.

As the Monlks charged in, the Dwarfs opened fire. A volley
of crossbow bolts and bandgun bullets tore through the
first ranks of the Plague Monks, cutting down many of the
fanatics. They seemed oblivious to the casualties and
trampled over the wounded in their mad lust to reach the
enemy.

A sinister biss rose from the Dwarf line as two of their war
engines fired simultaneously. Tiwo buge gouts of fire were
projected through the air in a slow-moving arc, landing in
the middle of the Monks. The flames enveloped the devotees
of Clan Pestilens with horrific results. Most of them died
screaming in the blaze, but some of them kept charging,
their robes and fur ablaze, They finally reached the Dwarf
line, where they managed to drag down several astonished
Dwarfs before the rest of the bearded warriors could cut
them down.

The Grey Seer was impressed by the ferocity displayved by
the Monks and made a mental note never to displease their
clan if possible. Their savage charge bad belped bis plan
after all: attracting most of the Dwarfs’ firepower, they bad
allowed the rest of the borde to reach the Dwarfs relatively
unbarmed. Large units of lightly-armed Skaven were now
charging the Dwarf warriors, clashing in bitter mélée.

The beavily armoured Dwarfs formed a solid shield wall,
their axes and bammers exacting a beavy toll on the
rat-men. Here and there, though, a Dwarf was
overwhelmed by the sheer numbers of bis opponents and
was drageed down and torn to pieces. Where this
bappened, another Dwarf warrior resolutely stepped in to
close the gap in the shield wall and the line beld.

After the initial ferocious assault, the Skaven quickly lost
courdge, broke and fled in disorder, too fast for the Dwarfs
to follow. The Grey Seer observed the fleeing Skaven and a
smile formed on bis lips. This first wave of attackers bad
been made up for the most part of enslaved Clanrats and
had served its purpose of testing the Dwarf defence. Even
better, lying among the piles of dead slaves be could see a
decent number of Dwarf-things. The casualties were in the
order of ten to one in favour of the Dwarfs. Good, the fight
was going unexpectedly well, thought Arqueek.

The main regiments of the Skaven army were waiting just
behind the large masses of fleeing slaves and, at the Grey
Seer’s signal, started to move forward. This second wave
was made up of many units of Clanrat warriors and
several large packs of giant rats goaded into battle by Clan
Moulder packmasters. These were not the only beasts of
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Moulder present on the battlefield; just in front of

Arqueek’s Stormuvermin a line of massive Rat Ogres was
unleashed against the Dwarfs.

Surprised by the silence of the Dwarfs’ war machines, the
Seer extended his magical perception to examine the
enemy artillery. His spirit pulled free from bis body and
rose above the fighting, crossing the entire battlefield in a
flash to finally focus on the enemies’ gun emplacements.
He soon realised that the diversion created by the slaves
had served a double purpose, allowing Clan Eshin's adepts
to sneak their way to the back of the Dwarf line and attack
the cannons. The Dwarfs manning the guns put up a brave

fight, but were soon dispatched by the poisoned blades of

the Gutier Runners.

Good, thought the Grey Seer, now the lethal adepts of Clan
Eshin would attack the Dwarf line from the back and rout
their missile troops completely.

In his mind’s eye, Arqueek saw the Gutter Runners burl a

[flurry of poisoned throwing stars into a regiment of Dwarf

thunderers, but then, when the surviving Dwarfs turned
around to return fire, the black-clad Eshin warriors turned
tail and disappeared. “The cowards!" thought the Grey
Seer, outraged. Or maybe they were just being too literal
about their orders, be wondered. Perbaps with the
elimination of the Dwarf artillery, the Gutter Runners
decided that they bad earned their fee and left before
baving to suffer too many casualties. Arqueek would bave
a word with their leader after the battle.

Ty

Grey Seer Arqueek turned bis attention back to the action
in front of bim, wbhere the Rat Ogres bad almost made
contact with the Dwarf line. This time the fight was very
different; on the left arid right flank the Clanrats and giant
rats were holding their own against the Dwarfs. Their
efforts in breaching the enemy's shield wall were h{*.{pEd by
small units of Clan Skryre globadliers.
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These specialist troops wore strange protective masks and
were armed with glass globes filled with deadly poison gas.
Their weapons killed many bearded ones, together with
quite a few Skaven when one of the globes missed its target
or landed in the thick of the fight. That didn't matier,
thought Arqueek, the Dwarfs were like a small island in a
vast sea of brown fur!

The Skaven Seer bad to admit that the Dwarf-things were
fighting well and be could see that the battle still bung in
the balance. Then the charge of the Rat Ogres bit bome. The
great beasts tore their way through the Dwarf line with
pleasing ease. The Dwarf warriors were lifted in the air
and quartered by the slashing claws of Clan Moulder’s
feral monsters. If a Dwarf axe managed to penetrate the
tough hide of one of the Rat Ogres, the wounded beast
would just fight more ferociously, continuing the slaughter
with renewed fury. The packmasters simply walked bebind
their creatures, stopping only to slit the throat of the few
Dwarfs that bad only been wounded by the Rat Ogres.
Uinder such an onslaught the Dwarf morale finally gave
way and they ran, pursued by the ravenous monsters.

The Stormuvermin rushed forward to take advantage of the
gap opened by the Rat Ogres in the enemy line. Following
in the wake of Clan Moulder's powerful war-beasts,
the Grey Seer and bis bodyguards bad to step over the
broken bodies of many Skaven and Dwarf-things. Arqueek
was convinced that the battle was won; soon he would be
feasting on the Dwarf Lﬂmf s entrails!

Right in front of the Rﬂt Ogres a mighty battle-cry rang
loud. A new regiment of Dwarfs bad entered the fray,
charging ﬁmt,'unf rom theback of the Dwarf line. The Seer
was sure that be’ Hd seen. m:-ii*i‘rﬂups beld in reserve; this
new unit bad pro :-.- il wrrived on the site of the battle,
These Huﬂrﬁ were. dij it from ﬂﬂ {be athers: they wore
) iﬂﬂﬁ ﬁ.ﬂ their fur bad

; 1 -:H:a was very

been dyed hmqﬂt i
close to squirting
accounts that Grey § : : gfr;en to the Council
of the battle prowess i eath-seeking Dwarfs.
He immediately ﬂrdm%'ed r&m StﬂrWTWﬂrfﬂ o bf{.ﬁ!
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Hurling themselves towards the Rat Ogres, the Slayers
caught the large creatures unprepared, it was unusual for
them to be attacked with such reckless ferocity. The dim-
witted beasts were used o inspiring fear in their enemies,
but these ones were different and the monsters were
puzzled, almost afraid. The Grey Seer couldn't believe bis
own eyves das the Rat Ogres were cut down one by one.
Argueel was particularly concerned about a buge Slayer
wielding a massive bammer encrusted in glowing runes.
Every irresistible strike of the weapon pulverised the skull
of another Rat Ogre. A few badly wounded Rat Ogres fought
back viciously, eviscerating many of the Slayers before
finally succumbing to the Dwarfs’ axes. The others turned
to flee, trampling the Moulder packmasters who vainly
tried to keep them in the fight with their whips. The Dwarfs
started to pursue the mutated monsters, but, catching sight
of the Skaven general’s Stormuvermin bodyguard, changed
direction and ran towards the elite enemy, bellowing
puttural challenges. The Seer was about to order a prudent
tactical retreat when be remembered the Skryre ratling gun
be bad bired to support bis Stormvermin. If the new
machine was balf as good as the Warlock Engineers
promised. ..

“Fire! Fire!” ordered Arqueek, pointing at the Slayers.

The Skryre weapon team aimed their multi-barrelled gun
at the Dwarfs and activated the warpstone gas pump theat
powered the weird machine. The weapon's first burst cut a
red swdthe through the Dwarfs, slowing their advance. The
H}E'r];ra e*m{ineerf smrted to rc:{::‘fef{* maniacall :L’ turning
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The Grey Seer bad to abandon bis plans of revenge when be
realised that be bad far more pressing problems to bhand.
The few Slavers left, led by the terrifying one with the runic
hammer, were almost upon bim. Arqueek raised a paw and
pointed it towards the Slayers, chanting words of power as
he evoked a powerful spell against the Dwarfs. A green
glow pulsated around his claws and then fizzled into
nothingness. 1o bis surprise the Skaven felt that an external

force was fighting bis magic, coming from somewbere in

the Dwarf line. That couldn't be, he was a powerful Grey ’ *.
Seer, surely be couldn’t be defeated by one of those old
Dwarfs and their trivial rune-magic!

Argueek quickly scoffed a piece of warpstone and soon fell
the power surging through bis entire being. It was an
exhilarating sensation and the Grey Seer savoured il
deeply before unleashing bhis new power against the
Dwarfs, This time there was nothing the Runesmith could
do to stop the green lightning erupting from Arqueek’s
outstretched paw. The Slayers, now a few metres away,
were hit by the warp lightning and died where they stood,
consunied by the evil energy that arced from one Dwarf to
the other. melting their flesh and charring their bones. A
satisfied grow! emerged from the Seer's throat das bis
enemies burned. Soon all that was left of the Slayers were
a few smoking busks. That's bow it shouwld be, all bis
enemies were going o suffer the same fate! First these
patbetic Dwarf-things, and later the fools that sold bim the
malfunctioning ratling gun and those cowardly Gutler
Runners... s, SRS R

Much to Arqueek’s dismay, .-:be lﬁﬁ, 77
picked bimself up from the grog
horrible blisters, bis bair conii
the surprised Grey Seer realis
Slayer was upon them. The Du
headed resolutely trm;ﬂrdsf’".:1
SMtormuverniin atl every stefy
desperately to bis bod ;u.'gu':_?
bebind the ranks of armouy
stumbled on a corpse 16
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The Dwarf looked puzzled. as if he could not understand
what bad just bappened. Then, with a vicious scissoring
action, the black-robed Skaven pulled the blades outiwards,
and the bead of the Slayer fell to the floor with a sinister
thud.

Turning towards the Grey Seer, the Eshin assassin smiled
enigmatically, revealing a set of vicious fangs. He spoke in
a grim, bissing voice.

“Grey Seer, my Masters triest your plan, They don't want
you dead-dead today. Get up and finish the Divarf-things.
Do not let us down, Grey Seer!”

With that the assassin darted back through the ranks of

surprised Stormuvermin and disappeared in the corfusion
of battle, leaving behind a very perplexed Grey Seer
Arqueek, bis beart just starting to slow down.

Yy

Ster many bours of bitter Jfighting, the weary Seer was

at last witnessing bis great plan coming to fruition.

The buge numbers of the Skaven bad prevailed and
eventually overwbelmed the Dwarf defences. Their shield

wall broken, one after the other the stubborn Dwarf

regiments bad been surrounded and massacred by the
ratl-men. Only one unit of the Dwarf-things still remained
Heavily armoured warriors with bigh-crested helmets and
buge war bammers were putting up a stalwart last stand
with their bhacks to the gigantic doors that were the

s entrance o _.:!'beir ancestral bome. In their midst, Argueek
§ Pl ify recognised the leader of the enemy: a grim Dwarf

!I-%EHE armour d@nd axe were so encrusted with runes that
the Skaven’s eyes cched Just to look upon bim.

(Se;s@mf times the savage charge of the Clanrats bad broken

E:gﬂiﬂ;! these elite warriors and now the situation bad

.....

He decided instead to vent bis [frustration by blasting a few
Skaven to smithereens as an example of what bappened to
those who disobeved bis orders and to inspire a bit of
courage in bis underlings.

As the Skaven sorcerer scanned bis troops for suitable
victims, bis eyes fell on the last surviving regiment of
slaves. He noticed that they were unusually cheerful and
suddenly remembered the promise be had made to the
slaves in bis inspiring speech before the battle: “Fight the
Dwarf-things! Freedom to all who survivel” IThose slaves
bad fought well indeed and be was now annoyed by the

fact that be sbould now free them. A feral gleam touched

his eyes as a solution formed in Arqueek’s mind. The Grey
Seer was pleased that, as usual bis mighty intellect bad
conceived the perfect way to get rid of both these last

enemies and the overconfident slaves.

The Seer of the Horned Rat raised bis claws bigh above bis
bead and started chanting a prayer to his foul god. A dark
billowing cloud rose from the ground and covered the
entire unit of slaves. As the Skaven inbaled the Lapours,
their cheers of bope for the freedom promised to them were
transformed into snarls of barely contained bloodlust
Some of the slaves started hacking at each other to satisfy
the desperate desire to kill that bad got hold of their minds.

Kising to bis full stature, the Grey Seer pointed towards the
last Dwarfs defenders, ordering in a booming voice:
"Them! Get them!” With a ferociousroar the slaves cherged
the Dwarfs, their small red eyes filled with fury.

The leader of the Storm venﬂz 1" mme@ towards his superior
to express bis doubts “O nwost bonourable eminency, many

.....

Clanrats die-die, what can slaves do?"
e E- :-\.:“-:H A t AR i ;
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whisper “Wha E Can staves doz Ibq;f ktﬂ{aji"_ﬂt;iqrj;rf;frsg,c butsy.

ed sniile on lips, Arqueek answered in a

come Lo, d Standstilly The Divarfs were surrounded and

For fssufi%ﬂugb times, Al warpfire throwers fire! quick-
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e command tae-man bowed low and answered,
1pire! He bad ' “Yes-yes, o most clever of generals.!
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Being a collection of cunning advice and devious rat-tactics by Phil Kelly, one of th

generals ever to afflict the surface world.

he Skaven are among the most unusual and colourful

armies in the Warhammer World and are more fun to
play than ever due to the new rules in this book. As an army
practically composed entirely of infantry and the weird
specialist troops that accompany them, it takes a skilled
general to make it work in concert. However, when theyv do
work they are truly devastating.

The Skaven army really doesn’t encourage highbrow martial
principles and glorious last stands. However, if you like the
idea of consuming all who stand before you and feasting on
their carcasses, read on. Here are some principles that I find
useful when plaving the Skaven:

1. Be sneaky and cunning. Don't let honour and decency

get in your way. These guys aren’t Bretonnians! Do not use

this facet of the Skaven as an excuse to abuse the rules, or
o # " ﬁ";ﬁd\qeat however.

i_'\."'r
"I ;C»O Units: Take units of at least twenty-five when vou
Ean:*‘* u will need the outnumbering bonus in combat
__pesolution. Thirty is better; fifty is unwieldy but siill feasible!

WAV :haw: a trick Or two up your sleeve.

- ;:__'E:uvrr: the enemy at every opportunity. Don’t
attack for the hell of it, and coordinate charges
2- Can

l.
L2

thE d1ffertntt bttwu:n 8" (their charge)

l-:.-: l’._I'.D{}{JS nnljr when tht:y would
""”"I'""Th@;inllﬁnrtant, as is discussed

an _; Flylm maonsters can really hit
_.:3,%:;h'jf0u of yaur Lﬂﬂdmhip bonus.

b i
1 Th:s;;e are risks in all of the
2"...199’5but they are hideously

.|.I_

} " ‘he ?“ﬁm}i it's a bad sign. This
3 ]i‘hgk like one..

'.ﬂncl two. Tht"f,F are

bst altd most (in) \fanious Skaven
combat (about as good as it gets for Skaven troops). As a
rule, don’t bother upgrading them - keep the cheap troops
cheap and vou can afford more expensive stuff. Their
combat effectiveness can be bolstered by vour General

and/or Battle Standard Bearer; yvour numbers, ranks and
characters will tip the balance.

Slaves are fantastic cannon fodder at 2 points per model,
and are invaluable in the Skaven battle line. Over time ['ve
found plenty of wayvs to use and abuse these downtrodden
troops, but the current favourite has to be using them to tie
up a powerful, well-armoured enemy unit and then firing
weapons and casting magic into the resultant combat. When
under the stern eyve of your general, these troops can be
reliable, but once they run, rallying on Leadership 2 is not
too likely..

Rat Swarms are very useful for tving up hard enemy units
whilst the rest of your army responds at their leisure. If
vou've ever had a flying monster land behind your battleline
vou will be glad of the fact that they are skirmishers. Your
swarm should be positioned to counter such an eventuality
and charge such gribblies straight away. When upgraded to
Plague Rats, all your 6s to hit automatically wound - very
nasty against enemies with no armour save.

CLAN PESTILENS :

A big unit of Plague Monks, backed up by a Plague Priest and
a small unit of Censer Bearers will take on pretty much
anything in the Warhammer world and most of the time
come out on top. It's a good idea to give your Plague Monks
extra hand weapons for a mighty 3 Arttacks each, although
they will falter against well-armoured opponents.

Plague Priests benefit greatly from flails for this very reason.
They also have a hideously good stat line, the equal of many
monsters, and can hold their own in challenges. Try
equipping the Priest with the Liber Bubonicus; worth it for
the extra magic dice alone, and great fun when the Pestilent
Breath spell actually works!

Plague Censer Bearers make for a great hard-hitting unit
and are especially valuable against heavy cavalry and heavily
armoured characters. Aside from their frenzy and batred,
the deadly fog from their Plague Censers ignores armour
saves and takes its toll every player’s turn.

Llse caution, though: a clever commander will use frenzy
against you and draw these troops out of the battle line
befofe you are ready. Avoid this if you can by blocking their
line of sight or charge move with a screen of expendable
troops until you are ready for the charge.

CLAN SKRYRE

Skryre troops are great fun to play but very prone to
exploding and frying themselves. Still, when they do work
they are a cut above the rest, having the most lethal arsenal
of weapons among any of the Skaven.

Warpfire Throwers are as horrifying as ever, best employed
when around 10" away from their targets. Don't waste them
on long shots, however, and keep them close to their parent
units. The same goes for Ratling Guns, the bane of lone
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o : 2 dfi'ﬁf;.. FATRTE _
characters and small units. Don’t get too greedy with these = CLAN ES N‘ '
cool weapons, rn!ling mr.;nre t.han three dice for the number The switt. ' dea dl‘y' i _
of shots they fire is pushing it. © ' enemydines. Infact a well-plag |y
Poisoned Wind Globadiers are great for taking down heavily can completely disruptyour {}ppﬂ
armoured, tough opponents. Tyving these units up in even getting into ﬂmﬂﬁ'ifh Thﬁﬂ
combat with a swarm or a unit of Slaves means you can manoetivrable, uﬂder all circumstan
pitch in your globes with impunity, knowing that the enemy 12", This mﬂaﬂf
will really feel the pinch and that you’ll hardly notice. f-‘ﬂfm}’ line,- l'éﬂ

Jezzail teams, although they're a game-winner in Scrabble,
are prone to running off the table due to their lack of rank
bonus. This is compensated by a high Strength of 6, a 4+
save against missile fire, and their armour piercing ability
(they impose a daunting -4 save modifier when they hit
home). Needless to say, they are very useful against heavy =~
cavalry, but for taking out monsters you’'ll need to invest a Nigh L
lot of points in a big team. A good rule of thumb is to take G }'_Runnﬂrsut at .

lots of Jezzails or none at all. gg::al choice, | il scful
i‘;ppnnent these can b

are cheap and l;he for
can make 3 good. s SCre
troops. frmfll mis

L

The Warp-lightning Cannon is an incredible piece of
equipment, combining mobility with raw force. Of course, it
misfires spectacularly, and occasionally throws out a bolt of
embarrassingly weak Strength 2 lightning unlikely to do
much more than cause its target to adopt a radical hairstyle, I‘unnelhng Ly
On the plus side, it can plough through a healthy number artillery crew ,

of troops at Strength 6, 8 or 10. The best tactic for this h-ipf"ﬁ‘me'f“ ¢
contraption is to send it 10" down the flank on the first turn, 'ﬂﬂl 1'“1'“1 ”‘JF**:
hide it behind some light cover and fire throughitsi |
way across the enemy line. As the enemy advancé they
line themselves up for even more devastating shots.
cover will protect the cannon, the enfilading” fire
guarantee a good kill ratio (and can take out characi‘é&
monsters if you're lucky) and besides, it's fun. .

Fully equipped, Warlock Engineers are the equal of any . “°% %
Level 2 Wizard, and their signature spell }W’arp Iigl__'ltning'is Y ,/’ S-- i

rea]l}'] and warp-blades. This allows }'ﬂ-u to
Warp Lightning, even when you need to score 9,0r #
(for 2D6 Strength 5 hits). Ok, there’s a chance it may
and kill the Warlock himself, but just say “2D6 Strer
hits” to your opponent and watch him scrahlf fi
Dispel scrolls.

CLAN MOULDER

f
The beasts of Clan Moulder allows you to takt: two- lﬁts
with very different roles, but both are very useful a I
personally wouldn’t go into battle without them:.

In large numbers, Giant Rats make for great Hanking forces,
as most of the stuff coming the other way will be
outnumbered and will not have nearly so many ranks, Take
at least four packs per unit, because they are cheap, their
move of 6" means that they will more than likely be a thorn
in your enemy’s side pretty quickly, Packmasters get to
attack with their whips adding to their unit’'s combat
effectiveness, and the rats are very easy to paint. Need any
MOre reasons?

Rat Ogres, my personal favourite, are formidable enough to
carve their way through even heavy cavalry, and the
Packmasters can occasionally cause wounds as well
Because they cannot benefit from ranks and hence cannot
use the Strength in Numbers rule, it's a good idea to keep
them near the General if you can help it. In combat, they'll
tear their way through pretty much anything. Try
accompanying them with a Master Moulder carrying
Skavenbrew, stick 'em on the flank and watch 'em go. Wnrks
(almost) every time. - Have fun!

Well, hopefully sﬂmqe of t
steer you to many a gloriou
Each of the mnre*pec
usage. I'd suggest lg
also means you ca
you will have learnt how
your army; and oncejye
stopping vou.
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This appéndix offers players some interesting alternatives to the basi¢ army list. It must be clear that the lists presented here
are intended to be fun and are in no way as balanced as the main list. Players should therefore agree with their opponent
before the game whether or not they can make use of these lists. Of course, should you wish to field a Clan Eshin army, you
an always field an army based on the main list in the book and use the units you feel are most appropriate to a Clan Eshin

army; you don't have to use this appendix.

CLAN ESHIN

IThe Eshin way is stealth, not might, but on the rarest
occastions the Nightlord can decide to send forth an entire
army. Led by one of the thirteen Master Assassins, these
Jorces always strike at night. They appear out of nowhere
and disappear withou! trace at the first light of dawn,
leaving bebind only destruction and deatbh.

ESHIN SORCERER Points: 75

M WS BS 5 T W | A Ld
G 4 g 3 3 2 S 1 7

Weapons: Two hand weapons, throwing stars.
Magu:" An Eshin Sorceror is a Level 1 Wizard, He always
krlr::-wa the Skitterleap spell.

i fhla,y choose magic items from the Common and

Lk

fﬁﬁkavﬁn magic items list with a maximum total value of !

MASTER ASSASSIN Points: 215

M WS BS S T w I A Ld
7 8 G 4 4 A 10) 4 3

Weapons: Two hand weapons, throwing stars,
Options:

* May choose magic items from the Common and
Skaven magic items list with a maximum total value of
104 pts.

* May be equipped with smoke bombs (+ 20 pts).
Special Rules: Poisoned Attacks; Scout; Hidden.

Leadership: The Master Assassin can always pass
bis Leadership value to all units of Night Runners
and Gutter Runners within 12" (ask yvour opponent
to look away if you bave to measure range when be
is bidden, and then measure range to the unit be is
hidden in). Otber units can use his Leadership only
if he is not bidden.

CLAN ESHIN ARMY LIST
All characters in this list except Grey Seers and Chieftains
can use magic items that are marked ‘Clan Eshin only’.

LORDS

Master Assassins; Grey Seers.

HEROES

Chieftains: Assassins: Eshin Sorcerers.

CORE UNITS

Night Runners (Mainstay unit);
Clanrats [m{,{y are not a Mainstay unit);
Clanrat Slaves;

0-1 Stormvermin;

0-1 Rat Swarm (if upgraded to Plague Ratls, count as a

Special choice).

SPECIAL UNITS

Gutter Runners; Giant Rats.

RARE UNITS
Plague Monks; Plague Censer Bearers;
Rat Ogres; Poisoned Wind Globadiers;
Warp-lightning Cannons; '
Warplock Jezzails;

Dogs of War.
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" WARLOCK MASTER Points: 180

M WS BS 5 T W | A Ld

R SN AR SR . SR B (R

CLAN SKRYRE

The bulk of Clan Skryre's armiies is made up of Clanrats
and slaves, and these forces therefore look deceptively
similar to normal Warlord clans' armies. The real

difference is suddenly noticed when the enemy comes
within range of Skryre’s lethal weapons. Al that point they
all open fire at once, showering the foes with a rain of
alchemical fire, poisonous gases and searing warpstore-
powered bolts of Hehtning.

Weapons: Hand weapon, warplock pistol, warp-blades,
upgraded warp-energy condenser, supercharged warp-
4 power accumulator.

Magic: A Warlock Master is a Level 3 Wizard. He doesn't
have spells. In addition, he can cast the Warp Lightning
spell on 11+, If cast, the spell causes 3D6 Strength 5 hits
(see rules on page 35).

CLAN SKRYRE ARMY LIST

All {_h.:lI';ll‘._[LI'?‘-: in this list except Grey Seers and Chieftains Options: ;
can use magic items that are marked "Clan Skryvre only’. ol . i

* May choose magic items from the Common and
LORDS Skaven magic items list with a maximum total value

of 100 pts.

Warlock Masters: T IS i 2 e

Grey Seers.
HEROES
Chieftains;:

Warlock Engineers.

CORE UNITS

Clanrats (Mainstay unit);

Poisoned Wind Globadiers (You can bave fwo wunits of
Globadiers for each unit of Clanrats in the army);

Warplock Jezzails;
Clanrat Slaves;
0-1 Stormvermin,

0-1 Rat Swarm (if upgraded to Plague Rats,
courts as a Special choice).

SPECIAL UNITS

Night Runners;
Giant Rats:

Warp-lightning Cannons.

RARE UNITS
Plague Monks;

Plague Censer Bearers;
Gutter Runners;

Rat Ogres;
Dogs of War.



CLAN PESTILENS

The foul stench that accompanies the armies of
Clan Pestilens permeates everything for leagues around,
poisoning water, plants and animals. The warriors who
bhave to face these blighted Skaven armies know that even
in victory they will still bave lo die, victims of the

‘contagion spread by the evil Plague Monks.

CLAN PESTILENS ARMY LIST

All characters in this list except Grey Seers and Chieftains
can use magic items that are marked ‘Clan Pestilens only’.

LORDS

Plague Lords; Grey Seers.

HEROES

Chieftains; Plague Priests; Festering Chantors.

CORE UNITS

Plague Monks (Mainstcay unit); 0-1 Stormvermin;
Clanrats (they are not a Mainstay unit); Clanrat Slaves;
0-1 Rat Swarm (must be upgraded to Plague Rats).

SPECIAL UNITS

Plague Censer Bearers; Night Runners; Giant Rats.

, UNITS

*'E-'arplm:k Jezzails; Poisoned Wind Globadiers; Rat Ogres;
e 'Warp-lig‘lming Cannons; Gutter Runners; Dogs of War.

| PIAGUE LORD Points: 130

M Ws BS S T w 1 A Ld
5 6 3 4 5 3 6 5 5y

Weapons: Hand weapon.
Options:

* May choose magic items from the Common and
Skaven magic items list with a maximum total value
of 100 pts.

* May choose either a plague censer (+24 pts), a flail
(+6 pts), or an additional hand weapon (+06 pts).

Special Rules: Frenzy.

FESTERING CHANTOR Points: 60

M WS BS S i} W I A Ld
5 3 3 3 4 2 3 1 5

Weapons: Hand weapon.

Magic: A Festering Chantor is a Level 1 Wizard. He always
knows the Pestilent Breath spell.

Options:

* May choose magic items from the Common and
Skaven magic items list with a maximum total value of
50 pts.

* May choose either a plague censer (+16 pts), or an
additional hand weapon (+4 pts).

Special Rules: Frenzy.
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CLAN MOULDER

A Clan Moulder army is a vision out of bell: thousands of
borribly mutated monstrosities scurrying forward in an
unstoppable mass, consuming everything in their path in a
frenzied orgy of death. Still, the fate of those devoured
alive is preferable to that of the wretched captives brought
back to the Hell Pit for the Moulders’ mad experiments.

CLAN MOULDER ARMY LIST

All characters in this list except Grey Seers and Chieftains
can use magic items that are marked ‘Clan Moulder only’.
LORDS

Master Mutators; Grey Seers.

HEROES

Chieftains; Master Moulders; Harbingers of Mutation.

CORE UNITS -

Giant Rats (Mainstay unit); 0-1 Stormvermin;

Clanrats (they are not a Mainstay unit); Clanrat Slaves;
0-2 Rat Swarms (Special choices if upgraded to Plague Rats).

SPECIAL UNITS

Night Runners; Rat Ogres.

RARE UNITS

Gutter Runners; Warplock Jezzails; Plague Monks;
Poisoned Wind Globadiers; Warp-lightning Cannons;
Plague Censer Bearers; Dogs of War.

e EEE LR u TS RPN LSRR TER T Fod =l R PRSP s TR R R R RS

MASTER MUTATOR Points: 130

M W5 BS S T w 1 A Ld
& & 3 =t 5 3 7 4 Ti

Weapons: Hand weapon.
Options:

* May choose magic items from the Common and
Skaven magic items list with a maximum total value of
100 pts.

* May choose either a whip (+9 pts) or a great weapon
(+6 pts).

* May wear light armour (+3 pts).

Special Rules: Beastmaster:

HARBINGER OF MUTATION  Points: 65

M Ws BS S T W I A Ld
6 3 3 3 3 2 4 1 &)

Weapons: Hand weapon.

Magic: A Harbinger of Mutation is a Level 1 Wizard.
He always knows the Vermintide spell.

Options:

* May choose magic items from the Common and
Skaven magic items list with a maximum total value
of 50 pts.

* May have a whip (+0 pts).

. « Special Rules: Beastmaster.
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your own models.

your army’'s Battle Standard,
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Feel free to photocopy these banners for use om ot
Skaven banners are usually .
tattered and torn, and are often roughly stitched it
together from all manner of materials. Different friE e
shades of brouwn work well as a background with the e
central image on the banner painted a str‘ﬂng
contrasting colour

Ihe two larger banners are designed 1o be used as
or o represent ﬂ

special magical banner carried by one of *}‘m;r

Stormuvermin or Plague Monk wunits. A .imﬂff i
amount of converting is required to ﬁ{fﬂw a.
Skaven standard bearer model to Eﬂ!"rjﬂ i
one of these larger banners.
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Lords M WS BS 8. T W
Warlord % & 4 443
oo Ll o AR . il iR B
Heroes ' M W8 BS § T W
Chieftain 5 & Ol od4e g
Plague Pﬂﬁt o ST, il Uil TR Pl I
Assassin ol N k- & 53
Master Moulder. 6 5 L
Warlock Engineer 5 3 3 3
Core Units M WS BS § T W
Clanrat e SRS R S Lo S
- Clawleader - i e AN d R
Stormvermin S 4-ns A 53
Fangleader o AR SR T S i
Rat Swarm 6 vy -0 2 24D
Plague Rat Swarm 6 3 0 2 2 5
Giant Rat (5 300 3 3 1
Packmaster T THATES i, o e T
Night Runner 6 3 3 3 3 1
Nightleader ' "6 3 303 3 1
Clanrat Slave 5 2 2 4 3 1
Pawlesder’ 1 T Dig g il e g
Globadier L i A . A . I
WeaponTeam 5 3 3 3 3 1
Special Units M WS BS § T W
Plague Monk 5 FioBlide & -ud
Plague Deacon' 5 3 3 3 4 1
Warplock Jezzail 5 3 3 3 3 1
Guwer Runner 6 4 4 3 3 1
Black Skaven 6, & 4. F 3
Rat Ogre it < e U 413
Packmaster G , P 3 1
Rare Units M WS BS S T W
Censer Bearer 5 k) 3 5 .4 1
Warp-lightning _
Cannon b, AHIPY SR G, i TR,
Chariot M WS BS S T W

Screaming Bell il SR S R R

SKAVEN SPECIAL RULES

Strength in Numbers
Skaven units add their rank bonus to Ld.

He Who Runs Away...
+1 to total rolled for Aeeing.

Life is Cheap
LCan target ranged attacks: at enemy in close
combat with friendly units,

Lead from Back
Skaven characters can lead from the rear rank.

Warpstone Weapons
The following weapons count as magical:

Assassins '/Gutter Runners' poisoned weapons,

pldgue censers’ gas & hits, Warlock Engineers’

warp-blades, poisonted wind globes, warplock
pistols. Jezzails, Ratling Guns, Warpfire
Throwers & Warp-lightning Cannons,
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" SKAVEN RULES SUMMARY

A Ld Special Rules.
L v e
1 6 Level 4 Wizard; High Ranking
A Ld . Special Rules
: (§] -
3 6 Frenzy
3 8  Poisoned Attacks:
Scout; Hidden; Leadership
4 6 Beastmaster
I 5  Level 1 Wizard (but no spells)
A Ld Special Rules
1 Mainstay Unit
2 Clanrat Champion
e Stormyermin Champion
5 10 Swarm; Expendable
Skirmishers; Small
5 10 Swarm; Expendable; Skirmisbers;
Sl Poisoned Attacks
N Mixed Units; Loss of Packmasters
1 5  Mixed Units; Loss of Packmasters
1 6 Skirmishers
2 6 Nightrunner Champion; Skirmisher
L 2 Expendable
2 2  Clanrat Slave Champion; Expendable
I 5 Skirmishers; Poisoned Wind Globes
2 5 Skirmisbers; Cavalry Base; Attached
A Ld Special Rules
1 5  Frenzy
Z Plague Monk Champion; Frenz)y
2 Skirmishers: Jexzail:
Pavise; Cavalry Base; Reliable
1 7 Skirmishers; Scouts; (Tunnelling Teams)
2 7 Gutter Runner Champion; |

Skirmisher; Scout; (Tunnefling Teams)
3 5 Fear; Mixed Units; Loss of Packmasters
| 5  Mixed Units; Loss of Packmasters

A Ld Special Rules

| Skirmishers; Frenzy: Hatred; Disciples
—~ 5 See below.

A Ld Special Rules

Large Target; Unit Strength 4;
Ward save 3+, Magic Resistance (2)

SKAVEN MAGIC RULES

Irresistible Foree on a2 13 (not two or more 6s).
Grey Seers have 4 Warpstone tokens.

Warlock Engineers have 1 Warpstone token.

TUNNELLING
MISHAP CHART

D6/ Result

1-2 Cave in!
The team is killed.

3-4 Where are we?

The team gets lost and does not take part in the
battle, but the enemy does not earn any Victory
points for it.

5-06 [ told you to turn left!
Your opponent can place the Tunnel marker
anywhere on the battleficld,

CLAN SKRYRE WEAPONS
RATLING GUN

Range Str  Damage Save Notes

15" 4 | -2 Move fire
Ratling Gun Misfire Chart

Double 1 or 2 No shots are fired,

Double 3 or 4 Fire in random direction.

Double 5 or 6 No shots are fired & weapon
destroyed,

WARP-LIGHTNING CANNON
Range Str  Damage Save Notes

BDa"  Art, dice DG Normal Movedire

Warp-lightning Cannon Misfire Chart
D6/Result
1-2 Machine and its crew are destroyed,
3-4 Place large template over cannon. All
maodels hit, including cannon, take 1 5D6 hit.
5-0 Pivor gun on the spot o face direction
indicated by a Scatter dice. Resolve a shot at
range 48" and Strength 10.

WARPFIRE THROWER
Range Str Damage Save
Art. dice 5 D3 -2

Notes
Movedire

Warpfire Thrower Misfire Chart
D6/Result
1-2 Place large circular template over barrel
and resolve hit normally. Team is destroyed,
3-4 Move team 2DG" in a random direction,
place small circular template over barrel and
resolve hit normally. Team is destroved.

5-6 Team is hit by their own weapon.,

- SKAVEN SPELLS

1 - SKITTERLEAP 4+
Range 12". A friendly character is transported
anvwhere on the barttlefield (not into base
contact with the enemy).

2 - WARP LIGHTNING 5+/94+
Magic missile. Range 24", 1D6G/2D6 S5 hits,
Any 1s rolled to determine the number of hits
suffered are resolved against the caster.

3 - VERMINTIDE T+
Large template moves 4D6" away from caster.
All units touched suffer 3D6 52 hits.

4 - PESTILENT BREATH 8+

Flame template. Models hit suffer 83 hit.
MO Armour save.

5 - DEATH FRENZY 9+
Range 18", Friendly unit is frenzied. Frenzied
fricndly unit is death frenzied (+1 extra
Artack, suffer D3 wounds at the end of turn).

6 - PLAGUE 13+
Range 18", All models in affected unit take a T
test not o sufter 1 wound. No armour save.

Plague can spread, roll D6:

1-2: Opponent chooses 1 target within 6" of a

previously affected unit,
3-4: Spell ends,

-0 Caster chooses arget within 6 of
56 Caster ch I target thin ¢ I a
previously affected unit.
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Meany miles below Skavenblight, the Warlocks of Clan Skryre test their infernal creations.




HANMER
SKAVEN

“Kill-Kill!"
Warlord Queek

The Skaven are a race of evil rat-men who inhabit
the underground of the Warhammer world. They
gnaw at the roots of civilisation, eternally
scheming and preparing for the day when their
uncountable hordes will overrun the surface
world. The only thing that keeps them in check is
the constant internal strife between the clans that
make up their society, but one day the Grey Seers,
who speak for the Horned Rat himself, will unify
them and lead them to inevitable victory.

Warbammer Armies: Skaven is one in a series of
Warhammer Armies supplements. Each book in the
series describes in detail an army, its history and
its heroes.

Inside you will find:

THE CLANS

A complete description of all the troops from the
Warlord clans and the four greater clans that together
make up the Skaven hordes.

MAGIC OF THE HORNED RAT
Unique rules that govern the warpstone-based Skaven
magic and all the spells of the powerful Grey Seers.

PAINTING A SKAVEN ARMY

How to paint your own army, with useful tips from our
"Eavy Metal team, and details of the palettes of colours
that you will need to paint your verminous regiments.

MASTERS OF THE

: UNDER-EMPIRE
F _’" \"%. x F:'.ules to field the
S - infamous Grey Seer
. E.ﬁ’; Thanquol and the

= Py ravenous Throt the
n | Ll tl' Unclean in your
\ T Warhammer

games.

A WARHAMMER ARMIES
) SUPPLEMENT FOR

-~ WARHAMMER

THE GAME OF
FANTASY BATTLES

L . You will need a copy of
"_'—_\.,‘_ Warhammer to use the
. ' contenis of this ook,

Look out for these other books
in the Warhammer Armies series:

* Bretonnia & Orcs & Goblins

# Chaos ©. High Elves

-4 Dwarfs # Tomb Kings of Khemri
* Empire @0 Wood Elves

Y Dark Elves A Vampire Counts

E Lizardmen
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